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“There are 55 Brutes 
dungeon and I’m go 
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one of them a 
right good 
seeing to!” 


55 of the foulest species await you in Deathtrap Dungeon. 

Assume the role of Red Lotus or Chaindog then wade through 
gore in 20 enormous levels, overcome fiendish traps and avoid 
the bloody-death that lurks around every turn. You don't go empty 
handed; 33 weapons, spells and charms are there to find and use, 
you're going to need them all to get out alive! 

I suppose we better not mention the T-Rex... A 


Multiplayer blood-fest included (PC Version) 


“it’s way up there with the best” 
“a challenge beyond Tomb Raider 2” 

8.5/10 Playstation Pro 


SPECIAL LIMITED EDITION AVAILABLE AT LAUNCH! (PC Version) 


www.eidosinteractive.com 


LIMITED EDITION 

INCLUDES DEATHTRAP DUNGEON GAM E BOOK & CARD GAME 


GIDOS 









‘A half naked bird, buckets of blood and rock 
solid gameplay...course yer gonna' like it” 


..this game has got to be one of the best. Like a good book, 
once you’ve picked it up, you just can’t put it down again.” 


1998 Eidos Interactive Limited. Deathtrap Dungeon™ is a registered trademark owned by Ian Livingstone and is used with permission. “JS.” and “Playstation” are trademarks of Sony Computer Entertainment Inc. 
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news 


Once more the videprinter crackles into 
life and the TP news hounds continue 
their endless quest for truth... 


WORDS 

Foam 

me wise 

Happy, happy, joy, joy, happy, 
happy, joy, joy! What can I 
say? Against all the odds this 
month has been a bit of an 
all-round blinder. 

1 say against the odds 
because, due to a rather 
bizarre production schedule, 
we've ended up working all 
hours of the day and night 
trying to get this mag finished 
and on sale on time. 

But such pifflesome moans 
are all carried joyfully away 
on a three-pronged wave of 
top happenings. Firstly it was 
my birthday (Happy birthday 
to me, Happy birthday to 
me...), second, Wolves got to 
the FA Cup semis for the first 
time in 17 years (Hurray!) 
and third, well, there's the 
small matter of our recently 
announced ABC. 67,211 
makes us the biggest selling 
unofficial PlayStation magazine. 

So, after a quite modest 
amount of mutual back- 
slapping it's down to the 
serious job of keeping the 
momentum going. To this 
end we've included a survey 
this month for you to tell us 
exactly what you'd like to see 
in TP, plus which sections you 
think are the best and how 
you reckon the magazine can 
be improved. 

We've also got exclusive 
reviews of Spawn, Breath of 
Fire 111 and Chill plus some 
exclusive first screenshots of 
the much anticipated new 
Duke Nukem game, A Time 
to Kill. Enjoy the issue! 



duhe nuHsm: 



ome get some, Croft! Duke 
Nukem 3D is still sending 
hails of bullets and the now 
mandatory dry one-liners across our desks, 
as we waste away our important deadline 
days via a serial link cable. Now news has 
reached the TP offices that Duke will return 
once more, to teach those alien scum bags 
a thing or two about the wrong end of a 
plasma cannon. As our testosterone levels 
continued to rise steadily, we were greeted 
with some shocking news - developers N- 
Space have taken the unprecedented step 
of taking the Dukester over into the third 
dimension, literally. 

The series commenced as a duo of 2D 
platformers, but now Duke has graduated 
with honours from the first person blaster 
genre, moving onward and upwards into 
the polygon generated world of the third 
person adventure. The new title, Duke 
Nukem: A Time To Kill- which can only be 
described as the PlayStation's last action 
hero meets Tomb Raider - will introduce 
further elements of exploration as well as 
a dose of puzzle solving to the unmissable 
Nukem formula, without any loss of its 
trademark explosive action. 

Many gamesplayers have questioned 
the overly complex and at times sedate pace 
of this growing genre but N-Space promise 
that A Time to Kill will be different - action 
all the way, with only a few brief pauses for 
the Dukester's witty observations. 

Even at this early stage, the visuals are 
instantly recognisable as pure Duke, with 
the return of the trademark dancing girls 
and massive pyrotechnics. The inclusion of 
rendered sequences and stunning visuals 
promises to highlight Duke's first truly next 
generation encounter. Duke Nukem: A Time 
To Kill is currently looking towards a fourth 
quarter release - more details soon. 


Wks 



emr thb PLeesrermn 


Imagine the terrible scenario: you spend 
a vast lump of your gamesplaying life 
toiling with a certain game, only to 


have all your cherished hopes and end 
sequence dreams tom from your soul 
and crushed under the foot of reality. 



All your tireless effort are rewarded 
with nothing more than a few moments 
of ill fitting and poorly conceived pre¬ 
rendered nonsense. Fortunately this is 
not always the case, as there are a few 
vVW :* rij 
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Having announced that the zombie movie 
maestro himself, George Romero, had been 
approached to direct RE 2's Japanese TV 
advertisement, back in Volume Two: Issue 
Twelve, we can now confirm that work has 
concluded, with Romero delivering two 30 
second commercials - both of which will 
be screened in the UK during the build-up 
to the game's release. 

The debt owed to Romero's nightmarish 
vision of the undead can be clearly seen in 
each installment of the Capcom series, so 
his involvement can be seen as a kind of 
homage to his groundbreaking Dead 
trilogy. Rumours also persist concerning 
his involvement in the forthcoming Resident 
Evil The Movie. After the huge success of 
the genre defining Night of the Living Dead, 
and his relentlessly gory follow-up, Dawn 
of the Dead, Romero has often expressed 
dissatisfaction with the final instalment. 
Day of the Dead - could this be motivation 
enough for him to helm the Resident Evil 
movie project? 

Speculation aside, with this as his long 
awaited return to the genre, Romero has 
made his own, gory legions of 'George's 
dead' walk once again. Just keep telling 
yourself, it's just an ad campaign, it's just 
an ad campaign... 



mane hdugrturgs of lhrh? 


News has leaked - from an admittedly 
unconfirmed source - that work has now 
already begun on another installment 

of Tomb Raider. 

At the time of going to press no plot 
details or production specs were available 
-but there have been a number of 
whispers concerning the release of a 


Tomb Raider 2 add-on disc, containing 
further levels, characters and rendered 
sequences, designed to be used alongside 
the original version. Sadly this is little 
more than speculation upon the part of 
Internet gossips - but we all strongly 
suspect we certainly haven't seen the 
last of Miss Croft. 




Mortal Kombat 3‘ s secret character. 


Ermoc, was only introduced to the 
code after many fans of the previous 
installment mistook the error message 
"Ermac line not read", that would 
occasional appear on screen, to be a 
cryptic clue as to the whereabouts of 
a hidden character. 

A popular conspiracy theory 
suggests that the classic puzzle game 
Tetris was originally proposed as a 
mind control exercise, formulated 
by the Russian government as an 
unusual experiment. 


shining examples of Full Motion Wonder This month we take a brief look at cannot be properly appreciated on these 

to behold, an example which will be the absolutely fantastic ending sequence static pages. So, enjoy what is only a 

displayed in all its glory upon these from Virgin's Resident Evil 2. The sheer mere taste of the glory that will be yours 

very pages, every issue. spectacle of this rendered masterpiece to behold... 
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Dungeon 

Bompo 


To coincide wtUi the release of the new 
PlayStation interpretation of the classic 
Fighting Fantasy series book. Deathtrap 
Dungeon, Eidos are putting five copies 
of the game up for grabs for you to wirri 
So, without further ado, answer the 
following questions: ~ 

. * ,>•' 

f «" 

Name the further installment in the 
Fighting Fantasy series: 


a) Conan The Barbarian 

b) The Citadel Of Chaos 

c) Future Space Assassin 

What author co-wrote a number of 
the initial Fighting Fantasy boo^ks with 
Ian Livingstone? 

a) Steve Jackson 

b) Peter Jackson 

c) Michael Jackson 

/Put the answers on a postcard or sealed 
envelope, clearly marked "Deathtrap 
Grabs" and send your reply to the 
following address: 

J 

Deathtrap Dungeon Compo 
Total PlayStation 
Rapide Publishing, 

1 Roman Court, 

48 New North Road, 
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PlayStation Wheels 

TOP DRIVE STEERING WHEEL 

With programmable stick shift and racing 
Dedals. Works on N64, PSX & Saturn 
£59.99. Free 8 button controller when 
you buy aTop Drive Steering Wheel. 



VRFI ARCADE 



STEERING WHEEL 



Analogue wheel with 

f 1 1 

Via 

programmable buttons for the ^ 

--^*3 

ultimate driving simulation 

£37.99 (or with pedals £52.99) 

w. 




V3 RACING WHEEL 

300 wheel rotation, adjustable wheel 
positioning, unique table-top or under-leg 
mounting option. Programmable fire 
buttons and separate analogue foot pedals. 

£66.99 

(or £63.99 if bought with any game) 


MAP KATZ 
STEERING WHEEL 

WITH PEDALS. 

True analogue steering, accelerator 
and brake. Memory card slot 

£55.99 



^ PlayStation Light Guns ^ 

E RAZER LIGHT GUN 

Recoil feature with machine gun action 
special weapon button, switchable auto 
reload & auto-fire. Now in camouflage colours 

ONLY £22.99 W m 

X y - »):= PREDATOR LIGHT GUN 

" *- - ft 3 speed auto-fire, bullet auto-load, 

pre-set number of bullets, LED lights 

ONLY £13.99 

THE PROTECTOR -fc. • 

Ammunition reload, precision £ g/m 

light sensor for targetting accuracy, special JK 

weapons, launch button, independent auto-fire 

ONLY £12.99 

HYPER BLASTER GUN 

Made by Konami and officially endorsed by Sony. 

Pixel perfect accuracy with bomb button 

ONLY £23.99 

THE REAL ARCADE LIGHT GUN 

State of the Art light gun. 

Adds another dimension to shooting games. 

ONLY £34.99 


PlayStation Control Pads 


8 BUTTON 
CONTROLLER 
Available in various, 
colours or Red, Green, 
Blue,Yellow, Clear, Clear 
Yellow, Clear Green or 
Clear Blue - £9.99 
HYPER DUO 
(various colours): 
Hyper Pad & I MB 
Memory Card £18.99 


PROGRAM PAD 

Crystal clear design, 10 programmable 
fire buttons, dynamic non volatile memory 
stores settings even when switched off, 
auto-fire and slow motion ONLY £21.99 



I 


PS DOMINATOR JOYSTICK 
8 fire buttons, hat switch control, 
digital and analogue modes select, 
auto-fire and slow motion with 
““ LED display panel £23.99 


ALPS INTERACTIVE GAMEPAD 

Ever feel like driving a Porsche? This 
gamepad offers you the power, 
performance and handling. It’s sleek, ultra-^ 
smooth and has a great feel. It’s a high-tech, finely-tuned M 
and tested controller designed by professional game 

.. introller £27.99 


players. This is the ultimate controller f 


BARRACUDA 



s: ' 


This 4-Axis dual analogue 
controller will raise gameplay to 
new heights. Works with every 
game. Programmable buttons, 
slow motion and auto fire £25.99 
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GLOW INTHE 
DARK PAD - 
NEW £10.99 


INFRA RED JOYPAD SYSTEM 

Includes two 8 button 
joypads and a receiver. Range up 
to 18 metres £27.99 


•life 


CHALLENGER PRO PAD 

N64, PSX + Saturn twin analogue 
sticks. Slow motion, auto-fire, W ‘ttZ* 
programmable keys, Rumble Pak 
compatible. £GALL 





Official f 

SONY JOYPAD 
• £13.99 

LOGIC 3 - CONTROL 
STATION PAD 

8 fire buttons with auto-fire 

- ONLY £11.99 


SONY SHOCK 
ANALOGUE JOYPAD 

Includes analogue thumb 
controls and rumble effect 
£CALL 


FLIGHT FORCE PRO ANALOGUE 
JOYSTICK AND THROTTLE £39.99 

NEGCON JOYPAD Pad twists in the middle 
to give the sensation of a steering wheel £42.99 
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POSTCODE:. 


I TEL: 

I SIGNATURE:. 

I 


POSTAL ORDER □ CARD □ 


POSTAGE IS FREE FOR ALL 
ORDERS SHIPPED WITHIN THE 
UK. OVERSEAS POSTAGE £2.50 
PER SOFTWARE ITEM 


CARD NUMBER 


P&P 


TOTAL 


| EXPIRY DATE □ □ □ □ ISSUE NO. □ □ (Switch Only) 

I PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE 

CHEQUE PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OXI8 3XZ 

^NEVITABLY SOME ITEMS MAY NOT YET BE AVAILABLE. PLEASE PHONETO CHECK AVAILABILITY. PRICES CORRECT ATTIME OF GOINGTO PRESS. E & OE. EXCITEMENT DIRECT LIMITED. 

EXCHANGE POLICY ON GOODS - If you are u 
and M^iject to afbe (10%, minimum £5), we wH swap h 


TOTAL PLAYSTATION 


v simply return them in perfect condtion within 3 
» right to rdiae exchange if the item is not received 



US Playstation Games 


BUSHIDO BLADE .il. .. 40.99 

COMMAND AND CONQUER: RED.42.99 

COOL BOARDERS 2. . .42 99 

COURIER CRISIS 40.99 

CRASH BANDICOOT 2. 1 .42-99 

CROC .I.,-E..L-..40.99 

DIABLO. . . 42.99 

DUKE NUKEM . 42.99 

DYNASTY WARRIORS "IS™. .40.99 

FANTASTIC 4.37.99 

FELONY 11-79.42.99 

FIFA: ROAD TO WORLD CUP 98 . 42.99 

FINAL FANTASY VII .. 42.99 

FORMULA I 97.39 99 

FORSAKEN.42.99 

G-POLICE .42.99 

HERCULES . .42.99 


HERC'S ADVENTURE 

JERSEY DEVIL . 

\iuRASSIC PARK 2T*.« 


...39.99 
.42.99 
40 99 


MAGIGTHE GATHERING . 

MARVEL SUPER HEROES 

.40.99 

. 40.99 

NASCAR 98. 

.42.99 

NFL GAMEDAY 98. 

.40.99 

NFL QB CLUB 98 .. 

. 40.99 

NAGANO WINTER OLYMPICS 
NUCLEAR STRIKE. 

. 41 99 

.40.99 

ODDWORLD INHABITANT. 

PERFECT WEAPON. 

.42.99 

.43.99 

RESIDENT EVIL 2. 

. 44.99 

RESIDENT EVIL - outcctoirs cut 
ROAD RASH 3D . 

.42.99 

- 4199 

SAGA FRONTIER. 

.42.99 

THEME HOSPITAL. 

.42.99 

TIME CRISIS. 

.42.99 

TOSHINDEN 3 . 

WARCRAFT 2 ... 

.40.99 

. 40.99 


C Other accessories 



INTERACTOR, FEEL THE FORCE - 

This back pack enables you to experience the blows, kicks and explosio 
N64 & PSX Compatible 

\ OFFICIAL SONY I MB MEMORY CARD 
l MEMORY CARD - 15 SLOT (I MB) 

1 MEMORY CARD - 120 SLOT (8 MB) 

» MEMORY CARD - 360 SLOT (24 MB) 

I MEMORY CARD - 720 SLOT (48 MB) 

STICKER KITS - covers PlayStation with england flag 
DATEL ACTION REPLAY - 100s of built in cheats. Blast open the biggest and b< 
Add, store and delete more cheats 

COMBAT CHAMPION - Cheats card for fighting games 
RACING CHAMPION - Cheats card for racing games 
TOMB RAIDER 2 STRATEGY BOOK 
RESIDENT EVIL 2 BOOK 

NAMCO GUNCON ADAPTOR 

Enables you to use any gun with Namco games 
STEREO SCART CABLE 
With Namco Adaptor 
RGB SCART CABLE 
LINK CABLE 
S.VIDEO CABLE 

SCART LEAD WITH STEREO AUDIO 
JOYPAD EXTENSION CABLE 
R F UNIT 

PLAYSTATION CLEANING KIT 
SONY MOUSE AND MAT 
SONY MULTI-TAP - UP TO 8 PLAYERS 
GAME KILLER CHEATS 
.MULTI-CASE 



£24.99 

£14.99 

£10.99 

£17.99 

£24.99 

£29.99 

£9.99 

£38.99 

£17.99 

£17.99 

£9.99 

£9.99 

£13.99 

£9.99 
£8.99 
£7.99 
£8.99 
£9.99 
£8.99 
£14.99 
£11.99 
£19.99 
£26.99 
£21.99 
a\.9 9/ 


^MASTCORPS 

£34.99 

EXTREME G 

£38.99 

FIGHTERS DESTINY 

£45.99 

TUROffe DINOSAUR HUNTER 

£35.99 

VWCWvjNWO 

£44.99 




























































































































STRRREE 
BUT TRUE 



Each month Total PlayStation 
will attempt to bring you the 
most bizarre but factually 
confirmed gaming stories that 
the PlayStation world can 
throw at us. 

First up this month: having 
delighted us all with pictures 
of the new Lara Croft model, 
the rather stunning Vannessa 
Demouy, Eidos have since 
announced that she will not 
be the new Lara alone, but 
will be part of a host of top 
models, all sharing the duties 
of adopting the mantle of 
Miss Croft. We're sure this 
concept will be welcomed by 
all our male readers - woof, 
bark, etc 

Sony are embarking on 
two new projects designed to 
be used in conjunction with 
current PlayStation hardware. 
Firstly, in an obvious attempt 
to emulate the success of 
the Pocket Monster Nintendo 
games in Japan, Sony have 
been releasing Tamagotchi- 
type creatures, each on its 
own PlayStation memory card. 
When the inhabitants of the 
card have reached maturity 
the owner will be able to 
insert them in a PlayStation, 
via the memory card port and 
proceed to put them in battle 
with other such memory card 
monsters, using a specially 
developed new piece of 
PlayStation software. 

The second proposed 
project will involve a hand¬ 
held PlayStation. With their 
continuing dominance of the 
hardware market, Sony will 
produce this mini PSX to usurp 
the Gameboy. The software 
will remain disc based and 
will be downloaded into the 
machine's memory from a 
conventional PlayStation. More 
details about both of these 
add-ons soon. 

So until next time, keep 
watching the skies... And just 
remember - no matter how 
strange things get, what have 
you got to do? That's right, you 
gotta believe! 



very soon 


TERMER 3 IS El 


Namco of Japan have announced that 
the highly anticipated beat-'em-up, 
Tekken 3, will be hitting import stockists 
on March 26th. The game is due to be 
released simultaneously on both the 
Japanese and US markets. 

A further announcement that will 
no doubt delight all, is that the game 
will not be packaged with a memory 


uiim 


add-on, as previously proposed. Namco 
have stated that the finished game is an 
almost perfect translation of the System 
12 arcade board, and thus an add-on 
was not needed. 

The PlayStation version features six 
modes of play; Practice, Time Attack, Vs, 
Team Battle, Survival and of course, the 
obligatory Arcade, plus, in a typically 


™;#1 


■s rs ^= 


teasing manner - a tactic we have come 
to expect from Namco - they've also 
promised a few new surprises. ^ ^ ^ 
As with the other installments, 0M 
Namco have lavished the ^ 

game with PlayStation- 
only enhancements, 
including a brand 

new rendered y 

intro sequence 

and CG endings 

for each character, 

not forgetting the 

inclusion of what is surely 

destined to be the world's 

favourite dinosaur, Gon, as 

the secret member of the 

pugilist ranks. 

So, with less than a 
week to wait, whet 
your appetites with 
these spectacular 
new screenshots - 
just remember not 
to dribble over ^ 
the magazine. 

It's coming, 



Having parted company with Eidos, she 
who was in previous employment as the 
old Lara Croft promotional lookalike - 
otherwise known as Rhona Mitra - can 
now be seen gracing your very own TV. 

Rhona will be co-hosting the Pepsi 
Chart Show, which airs every Wednesday 
at eight o'clock on Channel 5. Sadly she 
won't be donning her Lara Croft outfit 
for filming but we're sure it'll still be well 
worth tuning in. 



UMiiwuiiiuin 


SUE7 


Those that have already battled their 
way through over one hundred hours 
of Final Fantasy VII and have found 
themselves wanting more, will be 
please to hear that Square are now 
releasing a specially enhanced Play¬ 
Station version of the fifth game. 

Generally considered to be one 
of the best 16-Bit RPGs, the original 
Final Fantasy Vwas only available to 
its UK audience via select import 
stockists - a fate that this update 
may also face. 

Square have added a number of 
new features to the PlayStation 
version, including a brand new 
rendered intro and redesigned cut 
scenes. Further additions to the titles 
gameplay have been rumoured but 
are unconfirmed. 


Final Fantasy Vis currently un¬ 
announced for a UK release but 
after the massive success of Final 
Fantasy VII, the outlook may be 






PRC’S BEER 

Namco's new Pac 
Man Ghost Zone 
turned a few 
heads after its 
first appearance 
at last year's E3 but as time has passed, 
it's become increasingly apparent that 
Poe's first attempt at breaking into 3D 
platform stardom failed before it even 
began. The ultimate blow came in the 
form of the rumoured sacking of the 
entire development team - and the 
dropping of the product from Namco's 
release schedule. 

Thankfully this 3D update of the 
classic arcade romp is now well and truly 
back in production, amongst promises 
of enhanced gameplay and visuals. Pac 
will be back, very soon. 



Competition Winners: 

Top Bird and Tetris Compo 

T.M. Gulley, Cornwall 
Carl Surrey, Herts 

JVC Widescreen TV Giveaway 

J.C. Bradley, Essex 

Dr Wai Compo 

G. Hamilton, London 
N. Houghton, Devon 
Graham Brown, Glasgow 
Nik Taylor, Harlow 
Suzanna Greenall, Brentwood 


in 
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♦♦♦Stop Press*** 

Sony’s Hana-heia 


■ 'll .. . '!■ 

Expected to retail around the £40 price 
mark, Sony have released the first details 
of their portable, PlayStation-compatible 
hand-held peripheral, currently being 
developed under the working title of 
"Miniature Personal Digital Assistant". 

The product is battery powered with 
a small LCD screen, audio capabilities and 
a built-in time chip. Software is down¬ 
loaded from specially made PlayStation 
titles, via the memory card port. The 
hardware also features a personal 
organiser and an infra-red communication 
option, which allows the transmission 
of data between two peripherals. 

The unit has been described as being 
visually similar to a memory card but 
vastly increased in size. The machine 
features impressive specs, including 
2Kbytes of SRAM, 128Kbytes of Flash 
RAM, a 32x32 dot monochrome LCD, 
a piezoelectric speaker, five control 
buttons and a reset button. 

Sony have so far sent out several 
workstations to software developers, and 
plan to release the hardware in Japan 
by the end of the year, with a European 
release sometime in the Spring of '98. 
More details soon. 


You lucky readers are now privy to the latest shots of Victory Boxing 2, currently in development in 
Japan. Victor Entertainment's long awaited sequel to the PlayStation's premiere boxing simulation, 
had reached Beta testing stage. Now, to ensure the quality of one of their biggest releases of '98, 

JVC have returned the game to the drawing board, insisting on a number of amendments. An 
insider at JVC informed us that the Japanese version leant towards the arcade end of the market, 
with gameplay being far too much like a beat-'em-up. Armed with their list of demands, Victory Boxing was duly returned to its developers, where 
the game currently remains, undergoing three months of updating and enhancements purely for the European market. 

Following an obviously similar vein to its predecessor, Victory Boxing 2's list of features is impressive. Players are promised improved graphics, 
smoother movement, more special moves, more satisfying control and increased options. The most important element to fans of the sport will be 
the improved 'custom pugilist' option, which allows the player to create their own fighter and then proceed to 
train them to be a world champ. 

Victory Boxing has held the Heavyweight Title for quite some time, could this sequel provide some serious 
opposition? Prepare for battle when round one begins in June. 


RIORTHL HOR1RRT 4’S HIDOEfl 

HHHRoarea reuerler? 


Midway's announcement that the 
PlayStation version of Mortal 
Kombat 4 will feature an original 
hidden character, not available in 
its arcade counterpart, has lead 
to much speculation across the 
Internet, with interest in the 
console version growing apace. 

One persistent rumour that is 
continuously reappearing, is that 
one of the stars of the Mortal 
Kombat movie, Mortal Kombat 
Annihilation, has expressed some 
interest in making an appearance 
within the game code. 

No names have been linked 
with this rumour yet, but we're 
all keeping our fingers crossed 
that the stunning Taisia Soto is a 
big PlayStation fan! More news 
next issue. 
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Publisher: ASCII 
TP Rating: 61 
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Publisher: Konami 
TP Rating: n/r 


Rotua lae 
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Publisher Gremlin 
TP Rating: 72 
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Publisher Konami 
TP Rating: 61 
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monheys 

Publisher EA 
TP Rating: 50 


Toys R Us 
irwepenoent 


This month's check-up 
on bargain buys in a 
high street near you. 


Dlnons 


£39.99 


£39.99 


£39.99 


— 

£39.99 

£39.99 


£39.99 


£39.99 




£44.99 


£44.99 


£39.99 




PRICE U3HTGH 



JHCH THE 
HHCH 


Konami are rumoured to 
have started work on a 32- 
Bit version of their classic 8- 
Bit ice hockey game, Blades 
of Steel, although no official 
comment has been ~ 

c.f 


made as yet. 



*4 


More retro action next as 
Capcom release their long 
announced title Mega Man 
Collection, including complete 
versions of all of the NES 
Mega Man titles. 

After the little man's 
recent spell of dodgy game 
appearances this will no 
doubt delight his fans. 

Midway now look set to 
produce a new PlayStation 
racer, following in the foot 
steps of Psygnosis' classic, 
Wipeout. The as yet untitled 
game places the futuristic 
racing action within hover 
crafts. As with the majority 
of Midway's titles, the game 
will debut in the arcade 
initially, with a PlayStation 
conversion ^ 
of the game 1 
following it 
in the shops 
some time 
shortly after. i «rr 

GT Interactive's beat-'em- 
up Mace: The Dark Half has 
been dropped from their PSX 
release schedule. With the 
game performing well in its 
N64 incarnation, the most 
likely reason for the canning 
of the title is to prepare the 
way for a conversion of the 
mighty Mortal Kombat 4. 

Resident Evil 2 is becoming 
the biggest selling game ever! 
Figures based on the initial 
weekend sales in the US, 
topped $380, 000, breaking 
all records, including that of 
Square's Final Fantasy VII. 

That's all until next 
time... Jack. 
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To celebrate the release of thjjjvgjijoyable 3D platform aduenfure, Rascal, Psygnosis are offering five 
lucky Total PlayStation readerspe opportunity to win themselvesIfnumber of Rascal goodies. These 
include a bubble gun, similar to the one carried by the hero of the game, an analogue pad and a signed 
piece of Rascal artwork, especially designed by the creators of Rascals cast - Jim Henson's Creature 
Workshop. So, to win these limited edition Rascal prizes, simply answer the following question: 


"Jim Henson was 
catapulted to fame 
by which group of 
characters from his 
many creations" 


The characters were: 
a/ The Muppets 
b/ The Simpsons 
c/ The Spice Girls 


Rascal Compo 

Total PlayStation, Rapide Publishing, 

1 Roman Court, 48 New North Road, 
Exeter. EX4 4EP 


Put the answer on a postcard or sealed 
envelope, clearly marked "He's a little 
Rascal" and send it to the following address. 
Who knows, the winner could be you! 
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Revelations 

A Day In The life Of A Revolutionary Magazine 


10:00am 

From their homes scattered around Devon, the TP team converge on Rapide Publishing's 
Exeter offices with cheery smiles and song in their hearts. The mail room yields another 
lofty mound of compo entries, letters, and assorted parcels bearing the names of various 
software publishers. Eagerly we tear open the packaging and jump for joy as our exclusive 
review copies of Spawn and Breath of Fire 111 emerge, not to mention a full and final UK 
version of Resident Evil 2. Hurray! Another day begins. 


10:30am 

Deadlines wait for no man, and there's not a moment to lose. By half ten we're all 
beavering away. Dames compiling the latest news, Rich tucking into the juicy new reviews 
and yours truly on the blower to tie up the next wave of big exclusives, which make 
Total PlayStation the foremost independent publication for those who want the very 
latest and totally unbiased view of all things PlayStation. 


12:30am 

Having been left behind by the other independents and stuck hopelessly in the shadow 
of the official magazine, one of our 'rivals' plops through the letterbox with a new 
look and proceeds to claim its first victory over your very own TP. Hmm. The misguided 
ramblings of the editorial go on to suggest their scribe disdainfully turned down the 
chance of a job on TP (ahem, 1 believe he never even got an interview). But why would 
he want to jump ship to such a 'limp' magazine, as he so eloquently puts it? 


12:31am 



Miles Guttery — Editor 


Home we go, firmly established as numero uno in the unofficial PlayStation stakes. 
Tomorrow the real work begins. Getting there is one thing, but now we're there to be 
shot at — we're the ones the others want to beat. So, no laurels will be rested upon, as 
we aim to make Total PlayStation better still. Everyone who's bought the magazine, give 
yourselves a round of applause - you've made the right decision. 

The future's bright. The future's Total PlayStation! 


18:00am 


All becomes clear. Total PlayStation's ABC comes in at a whopping 67,S11 — a mere 25,000 
ahead of this starry-eyed dreamer's little title, making us officially the biggest selling 
independent PlayStation magazine. No wonder everyone wants a piece of our action! 


13:00am 


The TP team head down the local hostelry for a celebratory slap up plate of top 
nosh. Plans are laid in place for a big party in London for everyone in the 
industry to come to and share in our glory. Over 67,000 satisfied punters can't 
be wrong and hey - we could even invite our friends from the other PlayStation 
mags, 'cause we're nice like that, despite the presence of sour grapes in certain 
people's fruit bowls. 


Total PlavStation 










Total PlayStation brings you a fleeting look at some of the up-and-coming games that will 
be passing a seductive look in your direction over the coming months 


In general terms the golf game has become a cliche, with each following title containing 
very few elements to differentiate itself from the crowd. Sony of 3apan are currently in 
development of a new golfing game that may dispel some of these flaws. Hot Shots Golf 
removes the serious tone and license involvement that is commonplace in the genre. 


putting arcade-style play in its place. 


The most instantly striking feature of Hot Shots is its graphical style; whilst most golf 


games feature motioned captured pros, HotShots Golf's players will be faced with a host 


of Manga characters, each with their own special skills and of course weaknesses. Gameplay 
is also somewhat new, with the player's good performance during a round making new, 
previously hidden players and courses available. 

All of this is certainly a change of pace for the golf sim, but one which may well be 
welcomed. Hot Shots Golf tees off during the third quarter of '98 


After over two years of waiting, the Bomberman deprived PlayStation market will finally 


see the return of the explosive 16-bit hero in Hudson's Bomberman World. Unlike its 
dreadful appearance on the N64, which unwisely reinterpreted the traditional gameplay the 
PSX Bomberman World promises to retain all the elements that made the series a classic. 

Retiring the top-down viewpoint in favour of an isometric landscape, the single player 
mode pits the player against various foes, across a number of huge scrolling arenas. The 
overall goal is the collection of crystals which are found in the ashes of a dispatched enemy. 

As with BomhemmA other incarnations, the multiplayer game will be the main point of 
interest, allowing up to five players to enter one of ten arenas and engage in a battle of 
wits. Hudson promises a number of new additions to both Bomberman' 1 . s traditional arsenal 


and his range of abilities, plus a few surprises. 


Bomberman World is currently seeking a UK distributor. 


Codemasters' popular sports simulation, Brian Lara Cricket ‘98, finally makes its PlayStation 
debut. The developers of this title, which is fully endorsed by the West Indies captain, 
promise it will bring all the excitement and feel of the sport to the PlayStation. Featuring 
over 240 factual International cricketers and a range of play options - including World 
Cup, Test Series and Knockout - Brian Lara Cricket ‘98 will allow the player to compete in 
all key areas of the game such as batting, bowling and fielding. Additionally, the 3D 
game engine features motion captured players and a large number of variable conditions 
and stadiums. 


1 *»* * 1 »«■ • 11 iiummi 
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The merits of cricket as a videogame have long been questioned, yet the continuing 
success of the union between Lara and Codemasters make this title most likely to hit a 
six. Brian Lora Cncket '98 bowls out in the summer 
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After England^ pitiful performance against Chile in their recent clash, the only hope we 
British have of soccer glory is in a videogame simulation. Fortunately there's hardly a 
shortage of footie releases on the PlayStation pitch, so weVe got plenty of opportunity 
to put 'em in the back of the net for the bays! 

The next contender for the top of the PlayStation League is Eidos' World League Soccer. 
Hoping to combining arcade style action with in depth gameploy, WLS features fluid motion 
capture - provided by Spurs' Les Ferdinand - and 190 teams gathered from ten different 
World Leagues, all of which are running at 30 frames per second. To further add to the 
game's real life feel, the commentary will be provided by Peter Brackley and Ray Wilkins. 
One question remains though; will that footie feel be part of the finished product or, as 
with all too many soccer romps, spend the game on the bench? 

World League Soccer kicks off in June 


After the huge success of TOCA Touring Cars, Codemasters return to the racing grid - but 
this time they're taking things a little off track. Under the creative guidance of top rally 
driver Colin McRae, Codemasters hope to deliver an authentic rally experience with 
Cohn McRae Rally. The game features reproductions of all of the world's 48 rally stages 
- albeit with a touch of artistic license to keep the excitement at a heady level - plus 
realistic handling physics and a large variety of vehicles and drivers, many of which 
feature in the current World Rally Championship 

In a similar manner to TOCA CM Rally's roots lie deeply in simulation - the developers 
hope the game will provide a more satisfying interpretation of the popular motorsport 
than other, more arcade friendly counterparts, without a loss in playability. 

Colin McRae Rally is due in July 


Namco's conversion of their ^ 
arcade classic. Time Crisis , § 

has lent the thought to be 
ill-fated PlayStation light J8 j ■ 
gun genre some much jj 

needed credibility. Now 
Sony of Japan and Working 
Design hope to elevate the 
genre to a still higher level, 
combining elements of both 
blasting and RPG style 
character development in H| 
Elemental Gearbolt (which, 
incidentally, is destined for 
re-titling). 

Offering players an interesting 
blend of simultaneous two player 
action, multiple routes and a stunning 
blend of polygon and sprite based 
visuals as well. Elemental Gearbolt 
promises to deliver a trademark 
blaster, with added thought and 
player interaction. 

So far Elemental Gearbolt has 
yet to be officially announced as 
a UK release 


His name is Bond, James 
Bond... Fresh from the big 
success of his N64 outing. 

Goldeneye, Bond makes his 
way to the PlayStation in 
MGM Interactive's Tomorrow 
Never Dies. The game begins 
as the movie ends, allowing 
the developers the freedom 
to break the bonds of the 
hit movie's plot. 

Unlike Goldeneye, the m" 

gameplay isn't limited to a 
single genre; TND will coll 
upon Bond's full range of talents, 
with the action ranging right from 
a snowboarding gunfight to a spot 
of underwater fisticuffs. Rumours 
also persist that a number of classic 
sequences from Bond history will 
be reproduced - including the cool 
underwater Lotus from the Spy That 
Loved Me. 

Tomorrow Never Dies will be 
shaken onto the PlayStation in the 
fourth quarter of '98 
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Btosto tackles a couple of floating eyeballs - a clear 


Indication of his Loony Tune cartoon inspired origins 
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FROm PICTURE TBSOREEE 


This more powerful, orange-clad warrior 


needs a little more than a well placed 


blast to send his butt home in a body bag 


Premiere Giase-Ue 


Interactive's Croc, Ocean's Jersey Devil 
and a host of forgettable 2.5D platformers. 
With the forthcoming release of BMG's Oex 
2 and Sony's Medievil, both of which owe 
a great debt to Mario 64, the future of the 
platform genre is assured. 

The next contender to step into the 
platform ring is Sony's new Heavyweight, 
Captain Blasto, who's set to don his gloves 
and engage in twelve rounds of platform 
pugilism with the plucky little Italian plumber. 
Unlike the recent new batch of PlayStation 
platform hopefuls, Captain Blasto isn't simply 
Mario trapped in another's body. 

A hulking giant of a man, best likened 
to those comic book heroes of the 1950s, 
at six feet tall this barrel chested, square 
jawed fella is truly a hero to be proud of. 
Whilst battling the forces of evil, Blasto has 
apparently met his match in the shape of the 
gruesomely evil Bose the Terrible. Banished 
from the 5th Dimension, Bose finds himself 
lost in our universe and with Earth as the 
only inhabitable planet, invasion is his only 
option. With his army at his side and the 
control of the Earth on his mind, Bose soon 
convinces our poor planet that the 'Terrible' 
moniker is well earned. What hope can we 
mere mortals have? Will we all die horrible 
deaths at the hands of an intergalactic 
megalomaniac? From where can we find 
our salvation? Who can possible take on 
the might of Bose and his loyal minions? 


Why, Captain Blasto of course, in the title 
* role of Sony's latest platform adventure- 
haven't you figured that out yet? After their 
failure to defeat Mario with the likes of Crash 
Bandicoot and Rosco McQueen, Sony have 
returned to the drawing board to rethink their 
game plan. Removing the 2.5D gameplay 
of the Bandicoot's previous games and also 
losing the confined areas that hampered 


Rosco's appeal, Blasto' s adventure takes 
place over eight huge and non-linear levels. 
Typically stylised visuals garnish these free 
roaming environments, atl complemented 
by appropriate speech and sound effects to 
enhance the cartoon appeal. 

Blasto's gameplay hos already been 
described as favouring a far more, traditional 
approach, with all the genre basics - such ] 
as precision jumps and timing - providing 
the major components, although additional 
touches, including both shoot-'em-up and 
puzzle solving sections, have also been 
incorporated. In an attempt to avoid hit- 
and-miss encounters with the ranks of 
on-screen enemies, which have long been 
associated with the genre, the Captain can 
call upon his trusty side arm to take on the 
alien invaders. 

The key to Blasto's success, or at least 
to its initial appeal, are its almost surreal 
visuals and garish sense of style. The briefest? 
examination of the screen shots inspires 
comparisons with the classic cartoons of the 
late 40s and early 50s: the quite minimalists 
design, the over-proportioned lead and the 
(thankfully) equally chesty female characters 
- Blasto is dearly destined for a massive cult 
following. Sony have employed the vocal 
talents of US comedy actor, Phil Hartman, 




SEE BOR in 


RIBS 


Humour will play an important part in 
the structure of Blasto, to the extent 
that a number of the game's key 
amusing sequences have been story 
boarded before production, to 
examine the possibilities of pant 
wetting laughter 

who you may remember for providing the 
voices for many Simpsons characters, most 
notably Troy McClure. His job is to provide 
Blasto with his huge vocabulary of stupidly 
heroic one liners.'an extra touch that will 
no doubt add a great dqal to the game's 
cartoon appeal. 

Whether the decision to adopt this 
humourous and quite refreshingly different 
approach to the long established platform 
genre will strike gold is unclear. What we 
can $ay is that Sony's bravery in keeping 
the similarities between Mario and Blasto 
to a minimum, must be commended and 
hopefully well rewarded, when Blasto 
finally takes his place, centre stage, later on 
this year. 

Blasto is currently due for release 
during the 3rd Quarter. TP 


Hitch a ride on the far faster 
Emu-type alien creatures 

& At' 1 ^" 




Bring on the polygon dancing 
girls of Btostt/s intro 


HROUI HOUR FEE 


Presenting a major stumbling block in Blasto's progress, the many minions of Bose's 
cloned army will stand in the player's path. These characters have been genetically 
cloned, so their abilities and strength are indicated by the colour of their uniform 

yU-Lj 
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Blasto's transition from the drawing board to the PlayStation's chip sets has been a 
relatively painless one. His polygon realisation actually betters the initial artistic 
rendering, which raises our hopes for the appearance of the yet-to-be-unveiled 
polygons of his shapely female counterpart. Cool! 


The basic foot soldier is found scattered 
amongst the game's many levels, serving 
as little more than target practice 


Publisher: 

Sony 

Price: 

£34.99 

Developer: 

Sony Interactive 

Released: 

May 

Players: 

One 

Game type: 

Platformer 
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With potentially the greatest racer of them all set to sweep the 
European market in a couple of months, we give the Japanese 
version an extended play and you a taster of what's to come... 




'Doing a Schu' — blatantly 
cutting up the opposition — is 
one way to get ahead 



I very now and then there 
comes a watershed - a 
defining moment, when 
one chapter ends and a new one begins. 
Sony's Gran Turismo represents just such a 
moment - it is that good! The racing genre, 
more than any other, has slowly become so 
flooded that any new additions tend not to 
arouse too much excitement - the simple 
reason being that most are sub-standard, 
derivative and lacking in any sort of genuine 
appeal. It's not a new phenomenon after all 
and motor racing has always been a hugely 
popular subject for video games. After Pole 
Position there were dozens, nay, hundreds 
of 3D driving games - but how many do 
you actually remember? The cream, such as 
Out Pun and Chase HQ, will always have a 
fond place in the heart but the rest have 
been long forgotten. 


Though they look very nice themselves, 
static screenshots cannot fully convey 
the graphical splendour of this genuinely 
masterful game 


Ultra-realistic racing action cumin' atcha! 
can almost smell the exhaust fumes 

out uiitn tne oia... 

Pidge Pacer was the game which launched 
the PlayStation and though it still plays 
very well indeed, it looks rather ropey by 
today's standards. Looking at Gran Turismo, 
the strides made in just over two years are 
staggering. Squint up your eyes and GTs 
graphics are as close to photo-realistic as 
has thus far been achieved on the trusty 
PlayStation. So much so in fact, that it's 
almost as much fun watching the replays as 
it is playing the damn thing! But enough 
blind praise - after all, it's just another 


The Gran Turismo experience is so real you 

PlayStation racer, dressed up in a spanky 
new suit...or is it? 

The first thing you'll notice on loading 
it up is the sheer quantity of options. Of 
course the standard two-player, time trial 
and single race modes are in there, but 
there's a whole lot more besides. One of 
the inherent problems with driving games 
is that they give you everything on a plate. 
Okay, there's usually a hidden track or two 
and a couple of secret cars to win, blit 
basically the whole game's there for you to 
see as soon as you load it up. With, say 





About as close as any of us will ever 
get to driving a monster that'll set you 
back a good six figure sum 


Everyone's favourite star of Sega Pally 
gets another airing - this time, without 
the bloke going 'Easy left, maybe'. Berk! 


American muscle car with the power 
of a charging rhino and the road- 
holding of a snowboard 


Not the flashest motor on offer but one 
of the best around for both handling and 
performance. Nice 
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Subaru nsi 

Ahem. Fine for picking the kids up from 
school - but a high performance race 
car? Nah 



TUR CriFHtn 500 

A victory for Brit engineering. It might look 
like an old MG but it's probably the best 
car in the game, 1 reckon 



Houoaciuic 

Style, class, pose value - the Civic has 
none of 'em. Who cares about good 
fuel economy anyway? 



mitsubism STS 

Looks the business and goes like stink 
but a rather frisky little number in the 
slideability stakes 


platformers for example, part of the reason 
you carry on playing them is to see the next 
level. With racers it's all there. Not so with 
Gran Turismo. 

car for the course 

In theory it all sounds fairly standard stuff, 
straight out of the Rage Racer mould: win 
races to earn money, which can then be 
spent on new, more powerful cars or blown 
on souping up your current motor. Taking 
part in these 'Spot' races as they're called 
will earn you a few quid but if it's the big 
money you're after, then starting a complete 
championship season is the only way to go 
- still par for the course, but here's where 
GT starts to come into its own. 


To enter championships the player first 
needs to earn a license, of which there are 
three different types. The 'B' license for 
beginners is not that hard to get but only 
allows access to lesser events. Then there's 
the 'A' for more experienced drivers and 
finally the 'International A' - which puts 
you right up there with Schumacher and 
Villeneuve, sort of. Licenses are gained by 
completing a series of exercises. These can 
cover such things as finding the perfect line 
to taking a comer within a strict time limit, 
timed laps and learning stopping distances, 
by decelerating from full speed, so that 
you come to a halt between two markers - 
again with a strict time limit. These might 
sound boring and mundane but gaining 





With so many difterent cars, 
you'll have to be adaptable in 
your driving style, especially on 
the windier tracks. A feel tor how 
each car behaves comes with 
practice and that's something 
you'll have to put a lot of of time 
into to succeed 
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As with most modern driving games, the interior view is by far the most 
satisfying, enabling the player to get a better feel' for the car 


1 GRAN TVfttSMO _ GRAN JVRtSM 
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The cars line up on the grid for the start of a night race through city streets. Notice 
the headlights have come on — nice touch 




each of the licenses gives a great sense of 
achievement in itself, especially the top 
one. Once earned they open up not only 
the championships (more difficult depending 
on the license required to enter), but also 
one-off special events such as a Le Mans- 
style, 60 lap endurance race - if you think 
you can hack the pressure for that long 

Hutamart 

At first there's a colossal 40 cars to choose 
from, all accurately modelled on their real life 
counterparts - none of your Rage Racer- 
style, made-up speed wagons here, matey. 
However, as you progress through the game, 
winning championships and earning money, 
this figure rises to an eye-popping 300! 
Each and every one comes in any of the 


manufacturers' colour schemes you care to 
think up. You can select from automatic or 
manual transmission, 'racing' or 'drift' set¬ 
ups, depending on whether you want better 
road-holding or prefer more 'slideability' 
through the comers, rally-style. But there's 
more. 'Most everything about the cars you 
could want to tweak can be tweaked: fit 
turbos, adjust suspension, spoilers, exhaust 
systems - everything needs to be just right, to 
suit not only your driving style but the tracks 
and cars themselves. A grippy set-up is fine 
on twisty-tumy circuits but you'll lose vital 
seconds with it on the long open straights. 
Obviously this aspect is best left until you're 
totally familiar with the feel of the tracks, then 
you can start fiddling around to shave those 
extra tenths of a second off your lap times. 


Arcade Racers have been around for donkey's years and time and time again 
we find ourselves down the arcades, checking out the latest in a constantly 
evolving and advancing world of 3D racing sims 


mage Racer 

The first time textured polygons ever 
appeared in a driving game but it 
was somewhat overshadowed in the 
arcades by Sega's awesome (at the 
time) Daytona 


oagtana 

The recipient of many a hard- 
earned pound coin three years ago, 
Sega's follow up to Virtua Racing set 
a new benchmark with the dazzling 
visuals on offer 


uirtua Racing 

The first polygon arcade racer - it 
wowed audiences weaned on sprite- 
based games, with its real-time full 
3D environment. Looks decidedly 
dated now 


rrdirg ReuoLimons 



aegu ttattu 

More action, more realism and far 
more fun than Daytona, Sega Rally 
remains one of the greatest driving 
games around today. Oh, for a 
PlayStation version! 

Rage Racer 

Its console-only format enabled the 
addition of custom options to soup 
up the basic cars on offer, using 
money gained from winning races 

Bran Turismo 

The new yardstick by which all other 
shall be measured. It throws into 
sharp relief the giant strides forward 
made in the PlayStation's short life 
so far 



You'll have to settle for rather dull motors, like the Honda Civic, until you've raised 
enough cash to score yourself a slinkier set of wheels 
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We're promised the PAL version of Gran 
Turismo will run even faster after the 
removal of minor graphical effects 


With the enormous number of vehicles 
on offer, the total of eleven basic tracks 
might sound a bit pedestrian in comparison. 
However, when you include all the Ridge 
Racer-styie extra sections, mirror modes 
and the like, you'll soon find there's no 
shortage of tarmac on which to lay that 
rubber down. 

Racing certainty 

The incredible game engine could have 
gone to waste but under the bonnet 
Oran Turismo has just what it takes to 
make it one of, if not the most compelling 
driving game around. The handling of 
the cars is just right, with a real feeling 
of weight as you fight to keep 'em on 
the road, through those tight hairpins. 
V-Rally is probably the cream of the 
recent racing crop but the cars handled 
like you were in zero gravity; sliding and 
flying through the air after even the most 
innocuous collision with the curb. 

So far we've only played a Japanese 
import version but Sony promise the PAL 
version will actually be faster, due to the 
removal of the fairly peripheral effect of 
dust clouds when you spin the wheels. 
Considering the graphical complexity on 
show, the NTSC game already shifts at a 
thoroughly respectable rate - so have a 
clean pair of undies on standby. 

If it came out in its present state, 
Gran Turismo would easily score in the 
high end of the 90s in the old percentage 
stakes. However, with Sony's confident 
boast that the conversion is actually going 
to be even better, we're not hedging our 
bets. Suffice to say, on the evidence in so 
far Gran Turismo is a pretty safe bet to 
be the first absolute must-have title of 
'98. Look out for our full, super-charged 
review, next month! TP 



Due to the sensitivity of the motor 
manufacturers, you can't actually 
damage the cars. D'oh! 
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The Dodge Viper is nearly everybody's 


favourite. Whoever said size doesn't 


matter obviously didn't own one! 
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A new record, but there's no 
time for gening cocky as there's 
always a stiffen challenge just 
up ahead; such is the depth Gran 
Turismo offers 


Total R 




Oops! He comes round the corner too fast and wham - wall for breakfast. 
There must be easier ways to earn a living 
























The player is given the 
choice of selecting one of 
three members of the covert 
American government 
organisation. The Men in 
Black, here to protect the 
free world from the scum 
of the universe. 


Agent K: Flayed by a polygon 
version of Tommy Lee Jones 


Agent 3: Rapper turned actor, 
Will Smith, in polygon form 


Agent L: Linda Fiorentino in 
shapely polygon guise 


men in menu 


The movie license has never been an 
assurance of quality, so can Gremlin 
deliver the $80 million alien excess of 
the massive mega movie Men in Black, 
in PlayStation form? 


he faintest mention of 
those three fateful letters, 
U, F and 0 - even in the 
most idle of conversations - will send talk 
spiralling away in one of two very different 
directions. It might inspire some comments 
concerning the mysterious happenings in 
Roswell - what lies behind the fences of 
Area 51, do aliens walk amongst us, do the 
government know more than the seem...? 

On the other hand and far more likely, 
after a brief comment along the lines of 
"Aliens - n'ah. D'you fancy another pint?", 
the conversation will switch to more mundane 
topics. Still, whether you fall into the category 
of believer or sceptic, the rebirth of interest 
in unexplained occurrences in the night sky 
cannot be questioned. 


Various mini games feature at 
key moments during the game - 
here the player must snip the 
wire at the correct time or die 


The player will witness a huge variety ot aliens, including those arriving on the planet 
via the MiB HQ as featured to an amusing effect in the movie 


Hem come tne. 


Independence Day, whilst being a quite 
spectacularly throwaway, piece of rubbish, 
grossed a truly staggering amount at box 
offices across the world, proving the sci-fi 
bug had firmly taken hold. Then, in an odd 
move totally in keeping with the genre, 
something quite unexpected occurred... 


Since starting life as a relatively unknown 
comic book series from Marvel, the Men 
In Black has been catapulted straight into 
the mainstream's eagre attention, via 
Barry Sonnenfeld's hjghly entertaining, 
shamelessly over the top movie adaptation. 
Striking the box office at a time when public 
interest had reached maximum levels, 
Men in Black rolled in on the success of 
ID4 and the resulting influx of alien and 
conspiracy theories. 

Thankfully the Men In Black couldn't 
be further removed from the too serious, 
trust no-one factor that has limited the 
appeal of all the X-Files inspired fodder. 
The plot unfolded in an increasingly bizarre 
and extremely enjoyable manner, with 
the deadpan delivery of the cast adding 
even more to the movie's surreal and 
comic feel. 

The sheer popularity of the movie has 
lead to the usual spin offs and cash-ins and 
now, from amongst the piles of baseball 
caps, lunch boxes and action figures, comes 
Gremlin's PlayStation license. 


Whether life exists on other planets or 
not, the topic has achieved dramatic levels 
of interest, spurred on by the likes of such 
mainstream entertainment as the X-Files, 
leaving the UFO bandwagon rolling ever 
onward. The infamous UFO invasion pic, 


Amongst the mass of X-File inspired junk 
and alien invaders, a single film came out 
from relative obscurity to go on to achieve 
massive success, critically and financially, 
without a single Scully or Mulder wannabe 
to be seen. 


Those wanting to conserve their 
ammo are best advised to rely on 
a series of combination attacks, 
rather than simple blasting 


Before being recruited by the MiB, Agent 
J is seen in his civilian clothes - perfectly 
in keeping with the movie 
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nuen encounwRS 

The grotesque bugs that were witnessed in the final reel of the movie have been carefully recreated for their PlayStation appearance. What follows is an extremely simplified 
explanation of how this process works: 



The process begins with the construction of fully animated The next stage — the framework is covered with basic The final technique — the addition of texture mapping to 
wireframe models flat polygons bring the character to life 



Before starting on a mission your agent 
will tie briefed by Agent Z, after which 
the player heads off to transportation 



Puzzles are similar to those featured in 
Resident Evil, using simple location of 
hey items and objects 


The Men that don the black suits and 
sunglasses are a covert government agency, 
whose assignment is toTiaise for established 
alien species on the planet, as well as policing 
their activities. Taking the Roswell theory one 
step further, the film explains that in the 
mid 1950's aliens did in fact contact the 
Earth, as emissaries for their race, drafting 
an agreement to provide members of their 
race a safe haven. Since then many alien 
visitors have arrived on our planet, adopted 
human form and become part of the local 
community, with their movements policed 
by the Men In Black. Only the elite can join 
the ranks of this intergalactic task force and 


of course, Gremlin's game gives you the 
chance to becoming part of the worlds first, 
last and only line of defense from the scum 
of the universe. Hmm, this all sounds just a 
little familiar. 

meninBiach 

Men In Block, the game, doesn't simply 
attempt to retell the events of the movie; 
instead it veers away from the film script 
about midway through - an interesting 
touch that will no doubt be welcomed by 
the film's many fans. By borrowing the 
central characters and general theme from 
the movie but opting for a more global 



The game will feature a number of large external environments, rather than the many 
internal areas of Resident Evil 



As with Resident Evil, many of the camera angles have been fixed at special points to 
further enhance MiBs obvious cinematic style 


setting and storyline, the programmers have 
been able to create an entirely new world 
and a new race of creatures to engage - 
which will hopefully prevent the annoying 
sense of deja vu usually associated with 
movie licenses. 

Returning to the universal fray to save 
the world once more, are the polygon fornis 
of Agents J and K - played by Will Smith 
and Tommy Lee Jones respectively in the 
big screen version - with the addition of 
the first female member of the MiB, Agent 
L, played by the undeniably seductive Linda 
Fiorentino. Each character has been brought 
to life with a full range of vocal samples - 
though sadly these aren't provided by the 



Weapons and equipment all feature a 
debriefing screen, detailing their use 
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Amongst the various alien 
creatures, you’ll find the more 
traditional, Roswell inspired 
vision of outer space life forms 



PULSAR BUSTER 


Puts# weapons atwl powerful Masts ot compassed energy 
and haw* hoar used in viineus mtoisletiai comhat theaters 
to shoot down low Hying space vehicles Though these 
weapons m not tvpw-sfly used against single persons or 
non potsons they ham boon deployed m nmonjeortos 
against aliens o! the Hug" class 


'Bug' class aliens will certainly 
feel the heal from this weapon 
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To maintain the overall look of the movie, the developers have taken 3D 
scans of the lead characters' faces. After this the 3D images have been 
flattened and then stretched over constructed wireframe models, which 
match the shape of the actor's head. In this way the illusion of a fully 3D, 
photo-realistic character is created. 




The similarities between the cinematic 
Men in Black and their polygon 
counterparts are unmissable 


The MiB HQ is almost perfectly recreated 
for the game, complete with reflective 
surfaces and light sourcing 



When left idle, the player's chosen character will perform a typically characteristic 
string of animations, until play resumes 


original cast, which would have cost Gremlin 
a fortune. After selecting an agent, the game 
begins with the megalomaniac force of Skip 
Frales, a warped and twisted billionaire, 
who's planning the utter destruction of the 
human race. Surprisingly Skip is a human 
life form but he commands an army of rebel 
aliens. The destruction of the human race is 
close to his grasp, thanks to the use of a 
chemically synthesised compound derived 
from a rare Amazonian flower, which has 
created an unstoppable virus that could put 
an end to all human existence. All that 
stands against him and his army of bugs, 
are our heroes - and of course, a little help 
from you. 

GalOHU Defenders 

Men In Black is essentially a third person 
action adventure, with a graphical engine 
that mirrors Capcom's Resident Evil series, 
placing polygon characters on interactive 
rendered backgrounds. The much praised 
visual quality of the Capcom series will be 


hard to beat but Gremlin hope that MiB 
will be able to provide it with some stiff 
aesthetic competition, care of its impressive 
light sourced backgrounds and high quality 
character sprites. Each of these has been 
modelled using footage from the movie, 
enhancing the overall reproduction of the 
movie's stunning visual style. Sadly the use 
of actual footage from the movie has not 
been incorporated into the game's intro 
sequence - again, possibly because of the 
title's budget limitations 

Unlike the majority of the titles that 
have shaped this style of gameplay, MiB 
promises to deliver the high speed, action 
packed pace of the movie, plus an equal 
amount of puzzle solving and combat. 

MiB aspires to provide a near perfect 
emulation of its movie inspiration including 
the agency's stylised weapons. Each of 
these can be specially tested in the game's 
shooting range section, before choosing the 
most suitable one as your agent's side arm. 
The player will have a limited amount of 



It's unknown whether the Arctic conditions will have an effect upon the performance 
of the central leads - they may possibly cause stiffness in the joints 
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agentH agentJ 


Previous Identification: Classified • Current Identification: K 
Current Location: Unknown • Strengths: Experience 
Weaknesses: None 


Previous Identification: James Edwards • Current Identification: J 
Current Location: Unknown • Strengths: Youthful, agile 
Weaknesses: Inexperience 



Having obtained a travel pass, 
the M/BS can then use them to 
help follow the movement 
patterns of the villainous aliens 



The complex level designs are 
displayed in map form to aid the 
player cursed with a poor sense 
of direction 


ammo, so conservation of bullets will be a 
very important tactic. Thankfully for those who 
with itchy t rigger fingers, the MiB's can also 
engage their various foes in fisticuffs and o 
number of attacks can be used to - quite 
literally - kick alien butt. 

meg uuonl let 
gnuremember 

Unlike Resident Evil, MiB's plot structure will 
not be continuous - one of the few flaws 
of the Capcom classic - but will instead be 
mission based. This factor is reflected in the 
huge variety of environments the MiBs will 
find themselves in, as their adventure sends 


them across the globe, ranging all the way 
from the Arctic Cirde down to the Amazonian 
Basin. The mysterious plot will also unravel 
in a far lighter tone than the schlock horror 
story of RE and its gruesome sequences, 
with the movie's darkly comic undertones 
providing the game version with a number 
of humourous moments - which is another 
clear indication of the developers' intention 
to end any possible comparisons between 
the two titles. 

The game's designers. Gigawatt Studios, 
appear to have taken on a monumental 
task in attempting to capture the Men In 
Black's cinematic glory - but by retaining 



The final character. Skip Frales, enters the fray within the confines of a heavily 
armoured bio-suit., ihus swaying the odds very much in his favour 


the movie's blend of bizarre visuals and 
quirky humour and retaining some of its 
originality, they could well succeed. 

We hope to witness a finished product 
soon, which will be equally as lauded as 
its movie counterpart. Keep watching the 
skies folks, and remember - they're here 
for your protection 

Men In Block is landing in videogame 
stores in May. IP 






Some of the level design does appear to 
owe a great debt to the works of H R 
Giger, the designer of the Alien movies 



The MiB armoury has a large 
and highly varied collection of 
weapons and equipment 



Brute force will provide a quick 
solution to some puzzles 



A successful mission outcome 
will return the player to HQ 
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3 PlayStation 


shirts, so maybe you could do your own — or get John Motson round (or dinner 


World Champioships, even your Olympic 
Gold. The most fondly remembered heroes 
of English sport are the eleven who lifted 
the Cup in '66 and this year it's down to 
Glenn's boys to win themselves a place in 
sporting folklore. 


Another (ooty title prepares to challenge 
for the championship, but is it fit to 
wear the famous emblem? Only BMG 


have the answer 


hey'll have to change the 
words a bit, but never 
mind. It's time dust off 


those copies of the Lightning Seeds' old 
Euro 96 anthem and get ready for some 
serious football overkill. The Jules Rimet's 
still gleeming, but now it's 34 years of hurt 
for every red-blooded English football fan. 
Ouch! And like the gluttons for punishment 
we followers of the beautiful game most 
certainly are, we'll be lapping it up. 

That's right, folks. If you haven't heard 
(as if) it's World Cup yqar again. A time to 
fill the freezer with frozen pizzas and the 
fridge with cheap lager (assuming you're 
old enough - drinking isn't big or clever 
kids) and sink into your favourite armchair 
for a whole month of non-stop soccer bliss. 
At the end of it all one team and one nation 
will be on top of the world, leaving the rest 
of us sobbing into our cold mozzeralla and 
mumbling about next time. 

But let's not be negative. 1 defy even 
the most unfootbally of people not to get a 
couple of goosebumps when our footballing 
gladiators take to the field to compete for 
the greatest and most prestigeous prize in 
world sport. You can keep your impressive 
heavyweight boxing titles, your Formula 1 


enger-iana, 

ErtBer-iamf... 

Programmed by a company called 2-Axis, 
Three Lions enters the footy fold on the 
back of a real corker, in EA's FIFA Hood to 
the World Cup, as well as the extremely 
Playable Actua Soccer 2. However, both 
those games have their flaws. Actua 2, 


The radar could do with being a tad 
bigger to make it easier to use 

despite being a great improvement over the 
original, still suffers from a lek of intuitive, 
quick one touch passing and HTWC has a 
distinct case of softgoalitus 

The brief is a simple one - to manage 
to translate all the feel and flow of real 
football into a game, while retaining the 
playability neccessary to keep hardened 
gamesplayers firmly glued to their joypads. 
'Easy to play, hard to master' is the exact 
phrase that Gordon Bellamy, Three Lion's 
director, has used to sum it up. It may be 
a cliche, but that's only becasue it's so apt 
in these cases. 


That's where we want the ball 
— in the old onion bag 


One of the many authentic goal 
celebrations in Three Lions 


For more accurate shots on goal, 
there's a handy target that pops 

4 

up when you're about to shoot 


THReeuons 


The crest which makes every 
Englishman proud 


He (lies through the air with the greatest of ease. Is it a bird? Is it a plane? Nah, I Shearer bears down on the French 

reckon it's some outcast from the WWF! keeper in search of a consolation goal 
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Face me Dements? 

At the start of each game the teams run out and do a bit of warming up before lining 
up in the traditional football fashion for the pre-match team photos (the national 
anthems would have been a nice touch, but never mind). Here you can admire the 
texture-mapped faces, designed to make the players actually resemble their real life 
counterparts. Four of the world's best know teams are pictured below. How many faces 
can you recognise? 



Historians of the game will be most 
delighted to hear of the inclusion, in all 
their baggy-shorted glory, of some of the 
great world cup teams of the past. If you 
want to use Sir Alf's heroes of '66 you can, 
or how about the Pele inspired winners of 
the 1970 tournament, Brazil. They're there 
too. You'll even be able to match them up 
against the sides of today to see how they 
really compare, sort of. Maybe I'm getting 
a bit carried away, but then that's football 
for you. 

It'll probably come as no surprise at all 
to learn the players are all being faithfully 
motion-captured using genuine players. 
Fair enough say you - that goes without 
saying in these days of 32-bit gaming power. 


However the players from the 50 top 
national teams in Three Lions are going to 
be even more realistic than usual with 
accurately rendered faces and even correct 
proportions. Just imagine the diminuitive 
Zola going up against the man-mountain 
Schmeichal - and imagine no longer, though 
how the boy Gianfranco manages to avoid 
tripping over shorts is beyond me! 


neuersiai 
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As you'd expect, all the squads for all 
the competing nations will be in there. 
Let's just hope Alan Shearer can find it 
within himself to go for another three 
months without breaking his leg again, 



Sadly there will be no authentic stadiums in the game, just this rather bland rectangular 
affair. An England game without Wembley - phooey! 



A nice solid tackle from Incey there, just a shame the ref didn't see it that way. 
That'll be a penalty kick, then 



Okay lads — tackle out on the count of 
three. That ought to put 'im off! 



Let's hope Seamen learned from 
Ronald Koeman in '93, eh! 


eh. As well as the tournament itself you 
can expect all of the usual friendly and 
custom league options to be fully present 
and correct. 

As mentioned earlier, the aim from 
the outset has been to produce a fast and 
playable simulation which captures the 
essence of the real thing.That means the 
inclusion of things such as on-the-fly 
tactical changes at the touch of a button, 
quick, instinctive passing and full control 
over the power ond direction of shots - 
something still lacking in RTWC. 

To whip up more of a storm, BMG 
have employed the services of the Brit- 
rockers Ocean Colour Scene and their 
track One Hundred Mile High City, as 
the backing to a promotional video which 
is bound stoke the patriotic fires. 

BMG will face some stiff competition 
in the form of EAs forthcoming FIFA-licensed 
World Finals tie-in but all the signs are 
that Three Lions is everything that the 
football-mad Englishman with a penchant 
for the PlayStation could want for. 

Is football really coming home? 
You'll have to wait just a little longer 
to find out for sure. In the meatime 
(everybody now); "Everyone seems to 
know the score..." TP 


Safe as houses, the big bluff 
Yorkshireman clears his lines 


The English lads are impressed 
by the Spaniard's ball-balancing 


The kit detail is really quite 
remarkable, right down to the 
authentic trim on the shirts 
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Publisher: 
~~j Developer: 
Players: 



BMG Price: ftbc 

Z-Axis Released: April 

1-2 Game type: Football Sim 



















































Hula worn 


Molten blocks can be accessed, but only for a very limited time — those wanting to 
hang around will be rewarded with an exploding ball and a rapid return to the start 


A more panoramic viewpoint gives an 
indication of what puzzles lie ahead 


Could Sony's Kula World 
break the shackles of the 


puzzle genre, long 
likes of Tetris, or 
into obscurity? 


Teleports provide access to 
previously unreachable areas 


The latter stages become 
incredibly complex in design 


IT GETS 


Over the many years of 
videogame history, we've 
witnessed such characters as 
a tubby Italian plumber, a 
supersonic hedgehog and a 
heavily armed buxom babe. 
However, nothing could 

prepare us for the 
lead of Kula 
World — a 


established by the 
will it just bounce 


adly, the merits of console 
puzzle games have often 
been questioned by the 
majority of gamesplayers. The simplistic 
nature of the genre means that titles are 
often accused of having limited levels of 
excitement and a short life span. Admittedly 
puzzle games are basic and when put in 
direct comparison with the latest beat-'em- 
up or racing release, the puzzler will be left 
looking completely inadequate. The likelihood 
of adrenaline blasting through your veins 
as you pile a number of coloured blocks up 
on one another is pretty remote. Thus those 
seeking an instant fix of arcade action will 
seek out the likes of Tekken and Ridge Racer, 
and leave Bust A Move 2 and Super Puzzle 
Fighter on the shelf 

Another explanation for the lack of 
puzzle games available on the UK market, 
may be developers' reluctance to break the 
traditions established by such titles as the 
groundbreaking Tetris and its kin. 

Yet one should never judge a book by its 
cover, and to add a further cliche, the proof 
is in the playing - which is where this genre 
truly comes into its own. 

SCEE's Kula World has been tipped as 
the lifeline that will drag the puzzle genre 


A perfectly timed jump will allow the player to reach the other side of the structure 
and receive a red gem for good measure. Deceptively simple... 






from its rut and out into huge mainstream 
exposure. Developed by Game Design 
Sweden, Kula World has finally broken the 
shackles of Tetris. It aims to add an intriguing 
new piece to the puzzle genre, by combining 
platform action with lateral puzzle solving 


to create an innovative twist on the long 
standing rules of the genre. 

Ptatfajjn 

Bouncing 

Kula Worlds objective is relatively simple, if 
not a little bizarre: the player takes control 
of a beach ball. Unlike most of his inflated 
chums, this fella has more on his mind that 
being thrown around a beach by busty bikini 
babes. (Now that is a concept for a game - 
dames) Yep, our air filled hero is on a vital 
mission to the solve the riddle of the Kula 
World, spanning over 200 floating levels 
and crossing ten different environments. 
Each level presents a new 3D challenge 


beach ball 








PnBUiGuj 



cake that it sounds on paper. The player 
will have to beat each level within a time 
limit, collecting the various keys to unlock 
the exit before heading ofF to the next stage. 
However, being a puzzler, Kula World's 
gameplay will call upon equal amounts of 
lateral thinking, well timed leaps of faith 
and perfect control of the inflatable lead. 

Gravity has no effect upon Kula World, 
allowing the ball to roll in any direction 
desired. At various points the player will reach 
a four-way junction, allowing them to move 
along the base of the structure, or on either 
side and enabling them to explore the level 
in its entirety. The ability to completely 
alter the perspective through 360 degrees 
also allows players access to previously 
unobtainable areas - and taxes the grey 
matter considerably. 

scan scratching 

The platform elements of Kulo World are 
also essential to success. Each area contains 
a number of obstacles, traps and themed 



The misting effect used to blur pop-up in Kula World gives the game a distinctly 
Nintendo B4 appearance — fortunately without a single sighting of Mario 


and - in a definite break from its puzzle 
predecessors - static 2D visuals have been 
usurped, in favour of a completely free 
moving polygon structure. 

Kulo World's gameplay is based around 
a grid structure, with a number of single 
platforms linked together into a huge 3D 
play area. Not only does this add greatly to 
Kulo World's aesthetic appeal, it also allows 
a huge advancement in its gameplay. 

Contained within each area is an exit, a 
number of varying hazards, power-ups and 
a key to collect. Now as you would probably 
expect, negotiating this deceptively simple 
sounding structure is far from the piece of 






hazards and plotting a safe route to the 
exit requires precision jumping and quick 
reaction times. For example, a single foolish 
stumble onto a patch of ice will send the 
player hurtling into oblivion, with only one 
chance at revival - a staple of the platformer 
since its birth. 

In terms of visuals, Kula World, even in 
this unfinished version, completely outstrips 
its competition. Each of the ten environments, 
which include Mayan Temples, Ice Arenas 
and Lush Forests, is both very distinctive and 
well created - the misting effects used in 
the ice levels inspired comments around 
the office to the effect of "Is that an 
N64 game?". The overall gloss is 
heightened by the use of simple 
but effective on-screen 
characters and items, 
enhanced by subtle 
lighting effects and 
clever shading. 

A brief glance at 
Kulo World shows that il 
2D puzzle origins are 
greatly disguised - something which will 
possibly increase its audience and allow 
the title to avoid being dismissed as just 
'another dull puzzler'. 

The PlayStation has a distinct shortage 
of puzzle games and particularly of titles 
which exploit the 32-bits of the machine. 
Kula World promises to deliver its brain¬ 
teasing action in a form quite unrecognisable 
to fans of the genre. An intriguing prospect 
indeed, but will our optimism for this title 
be shared? Kulo World is set for release 
during May. IP 


Gameplay and visualsi 
the game from other | 


puzzlers 


The complex 


control method 


of Kula World is 


extremely tough to 


explain on the page 

I 

- this diagram details 


the movement. Thankfully 
in-game control is far easier 


than it sounds! 
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mama 

A number of specially produced 
animated sequences have been 
created for the game, each with 
complete creative involvement 
with Oshii. The quality of this 
footage is mirrored by its content 
- both are first rate. 



he vast cultural differences 
between ourselves and 
our opposite numbers in 
Japan are clearly defined. Anyone wanting 
proof should take note of the Japanese TV 
listings - one area of particular interest 
being the content of the Japanese cartoon 
shows. Unlike the harmless bickering of 
cats and mice we know and love, these 
Manga animations, as they're known to 
their fans across the world, are really a very 
different matter. 

Aired during primetime entertainment 
hours, these shows are jam-packed with 
violent and sexual imagery, blended with a 
surreal sense of humour and provide an 
hour of extreme entertainment that blurs 
into a dazzling exercise of excess, dizzying 
the unwary viewer. Strangely, despite (or 
quite possibly because of) its bizarre style, 
Manga have acquired a cult following in 
the UK. 

The UK Manga scene was launched with 
the theatrical release of Mamoru Oshii's 
groundbreaking Akira and its unrelated 
follow up, Ghost In The Shell. Both movies 
were intelligently written, well plotted - if 
a little overly complex - and quite perfectly 
animated. When asked to comment upon 
them, TP's resident movie critic James, was 
quoted as .remaining completely in awe 
of both." 




ammo Henan 

After the disastrous attempt to bring Akira 
to the SNES, news of a pending conversion 
of Ghost In The Shell had us rapidly rushing 
for cover. Any attempt to blend the movie's 
plot - which concerns the self discovery of a 
android - into a game, would have been 
unclassifiable in any known genre, and thus 
the outcome would naturally disappoint. 
Thankfully a logical step has been taken, 


Turnons 

Publisher: 


Sony 

Price: 

£34.99 

Developer: 


sen 

Released: 

April 

Players: 


One 

Game type: 

Shoot-'em-up 


By depressing the fire button the player can build up to four heat seeking missiles 
that will track down — and in most cases destroy — their target 


the spider-like Fuchikona battle craft, which 
are witnessed briefly in the movie. Plot details 
are currently a dosely guarded secret but we 
can reveal that a number of principle players 
from the movie make cameo appearances. 

The player takes charge of a single 
battle droid and embarks upon a series of 
action oriented missions. Unlike the craft in 
other Mech Warrior influenced releases, the 
Fuchikona can scale any surface, allowing 
movement on all levels. For example when 
engaging an airborne foe, the stealth-minded 
player will not attempt a series of hit and 
run attacks but will be able to remain poised 
upon the side of a building and attack the 
craft when it passes above them. 

The visuals and style of this interpretation 
offer a fairly close, albeit less impressive, 
reproduction of the movie, which will no 
doubt delight fans. These techno visuals are 


mirrored in the brooding soundtrack and 
sonic effects. Sony have taken a quite huge 
responsibility upon themselves by attempting 
to capture the spirit of an extremely visual 
and complex movie upon the PlayStation. 

Maybe, by approaching the subject 
matter from this different direction, Sony 
will allow the voice to be heard amongst 
the PlayStation body. TP 


An admittedly sneaky but very effective 
offensive tactic 



The first end of level boss is a spider like creature with a devastatingly powerful laser 



Mech Warrior style 
action meets Manga 
mayhem, as the 
worlds of PlayStation 
and Anime collide in Sony's translation 
of the classic Ghost In The Shell... 


me Snell 
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Namco turn their attentions away from the beat-'em-up 
and racing genres, hoping to work their trademark 
magic upon the platform genre 


' amco, victor of the 
arcade wars, premiere 
developers of such 
classics as Tekken 2 and Soul Blade and the 
highly creative minds behind some of the 
PlayStation's benchmark titles, are currently 
working on the PAL version of their latest 
PlayStation specific title, Klonoa: Door To 
Phantomile. Breaking the mould of their 
arcade-inspired releases, Klonoa is Namco's 
first assault upon the platform genre. 

Unlike the free roaming 3D adventures 
of Croc and Jersey Devil, Klonoo adopts 
the 2.5D style of platform games such as 
Pandemonium - an announcement that's 
bound to send groans of disapproval across 
the fair land of PlayStation. Yet we've learnt 
that one should never underestimate Namco 
and even in its unfinished state, Klonoo looks 
to continue the high standard we've come to 
expect from Namco. 

The planet Phantomile, of the title, is a 
colourful world far, far away. Its inhabitants 
live a peaceful existence in a society full of 
mystical legend - their elders' teachings detail 
the collection of dream energy in the Moon 
kingdom, to provide the planet with power. 


of creatures spills from the wreckage, heading 
toward the Moon Kingdom - could these 
creatures seek to steal the Dreams and plunge 
Phantomile into oblivion? Klonoa and his 
trusty sidekick, Huepow, set off to avert 
disaster and save their beloved land. Bearing 
in mind this is a typically Japanese platform 
romp, we can forgive the awful plot, and sit 
back and enjoy the colourful spectacle. 

As we've come to expect from Namco, 
Klonoa' s visual presence is its most instantly 
appealing quality. The 3D engine is literally 
stunning - and has inspired a number of 
comparisons with Mario 64. Early speculation 
states that, unlike the Nintendo title, Klonoo's 
gameplay favours a far more traditional 
approach but also includes a number of 
interesting touches to exploit the 3D aspect, 
resulting in a fusion of old and new. Such 
inclusions include non-linear level design, 
allowing a number of routes through each 
level to enhance replay value; the ability to 
move objects in and out of the screen and 
various fully 3D encounters with the game's 
boss characters. 

The platform genre, in all its various 
incarnations, remains extremely popular 
in the software markets but after a number 
of disappointing releases, its credibility has 
taken something of a knocking. Perhaps 
Namco's backing and the game's merits will 
allow Klonoa to restore the platform genre 
to its previous heights of glory. TP 


a Dream Game? 

One day Klonoa finds himself suddenly woken 
from his dream-filled slumber-jumping to 
his feet, he gazes skyward to see a huge flying 
craft crashing into the mountainside. An army 



WHERE Ul THE UIORID? 

Klonoo's universe, Phantomile is set across 26 levels, spanning four worlds. 


The waterfall section is running upward 
due to an evil spell 



The camera views allow the level design 
to be fully appreciated 
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Tree milage 




Capturing a foe will allow the 
By striking one enemy against another, player to momentarily adopt 
the player will be rewarded with items their abilities 



IssueEfl • Total PlayStation 


91 























Darklight Conflict and Colony Wars have 
proved that deep space flight is possible 
on the PlayStation - but Xenocracy thinks 
it can offer players something other than 
pure shoot-'em-up action. 


The all-too linear Colony Wars is about the closest thing the PlayStation has to the 
classic Elite, but is that about to change? 


Two central modes are in place at this 
stage; arcade and simulation. The arcade 
mode is the added extra, with ten themed 
levels instead of the far more open-ended 
exploration of the strategy option. The 
strategy option throws you straight into the 
complex options screens - even before you 
take off you'll need to select five Head Up 
Display items from a menu of 30. Weapons 


choices are similarly dense and it's clear that 
stat boffins will be in their element. 

Xenocrocy will have to try and appeal 
to those who still want a deep, engrossing 
game, without being bogged down with 
details - the Colony Wars clan and Star 
Trek fans will just have to wait for the final 
verdict, which should appear - space time 
permitting - next issue. TP 


STHRS in THE SHIES 

Throughout Xenocracy you'll be treated to a number of presentational video clips to 
enhance the atmosphere — on display here are some of the foes. We're hoping that 
the video quality will be better than the Wing Commander series on the PlayStation. 
The feel of the game is very sci-fi, with characters looking similar to those in many 
such TV series of the past few years — Star Trek Voyager, Deep Space Nine and, oh 
no, Babylon 5. Shudder 


f you're old enough to remember 
the cult space trading game 
JHv Elite - which caused many 
youths to spend hours fixed to their C64 or 
BBC Micro - then you will perhaps welcome 
Xenocracy, which is more or less a modem 
update of the game. 

The game's story is set in the distant 
year 10600, a time (funnily enough) when 
humans have managed to colonise space. 
Moons that are suitably far away from the 
Earth are mined for Lycosite, a vital liquid 
mineral. The four main divisions of known 
space civilisation - the Earth Dominion, the 
Venus Alliance, the Mars Combine and the 
Mercury League - all want a piece of the 
Lycosite action and will battle to control 
this reliable power source. Your job, as a 
member of the United Planet Nations, is to 
stop all this fighting. Your task is basically 
to tell everybody to calm down, which is 
accomplished by completing the horde of 
random missions that you can choose to 
partake in. 

Various stats inform you of the current 
situation between the planets, so it's wise 
to look at the varying charts and numerical 
data of each, just to make sure nobody is 
going to nuke someone else. If they do, it's 
game over. 

The missions are based both in open 
galaxies, as in Colony Wars and on various 
moons - which means you have to traverse 
the surface of these planets looking out for 
ground objects as well as hostile craft. The 
number of different ships in the game totals 
more than 40, which means that Xenocracy 
hopefully won't fall prey to the 'been here, 
done this' gameplay that sometimes 
plagues games of this ilk. 

One of the main aspects of Xenocracy 
is strategy though, a feature which should be 
boosted by some promising presentation 
such as EMV clips, used to portray news 
bulletins between missions. 


Serene looking planet-scapes 
don't stay serene tor long 


Anolher 3D space opera - the 
Star Wars legacy lives on 


That's certainly hit the spot... 
Another enemy feels the heat 



Publisher: Grolier Interactive 

Price: 

£39.99 

% Developer: ln-House 

Released: 

May 

Players: One 

Game type: Strategic 

Space Flight 
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Preview to be read to the tune of The Ace 
of Spades. Er... hang on a minute - bit of a 
contradiction in terms there, methinks 


t was a morning like any other 
as 1 arrived at TP Towers for 
the start of another day's hard 
grind over an aging, bruised and battered 
PlayStation. The usual giant mountain of 
readers' letters and parcels filled the post 
room - a full three trips were required to 
carry them all upstairs. Hot and exhausted 
1 slumped into my chair and began to sort 
through the mail mountain. Press releases, 
subs, screenshot CDs... and then the latest 
preview CD from Gremlin... Motorhead? 
Surely not... 

Gingerly 1 slid the CD into the cowering 
PlayStation and braced my poor little ears 
for the brutal assault. As the PlayStation 
boot-up screen faded away, 1 wondered just 
how Gremlin managed to crowbar Lemmy 
and Co into a video game. 1 needn't have 
bothered, 'cause they haven't! Motorhead 
has nothing to do with the ugliest man in 
rock or his slightly raucous band, in fact it's 
a futuristic road racing game which, at first 
glance at least, owes more than a passing 
nod to the Ridge Racer series. 

Unlike many recent games, such as Test 
Drive 4 - and more notably the forthcoming 
Sony blockbuster Oran Turismo - which have 
gone for actual production cars, those in 
Motorhead are designed with a more 21st 
century theme in mind, with players competing 
in something called the Transatlantic Speed 
League and driving along the futuristic 


tracks in a range of sci-fi styled vehicles - 
some may find similarities with Wipeout. 
Obviously FI has had its day. 

m me frame 

Gremlin were particularly keen to point out 
that the impressive 50fps frame rate will 
make for silky smooth action, but one of 
the main selling points behind Motorhead 
is the advanced A1 of the computer drivers. 
They don't follow set patterns but react to 
events on the trade, picking their moments 
to overtake just as real drivers would and 
basically behaving like real drivers. This of 
course means that they'll be quite capable 
of mucking things up, independently of what 
the player does. All the movements for the 
computer cars are going to be calculated 
in exactly the same way as the player's car 
- which means there'll be none of that 
infuriating business where computer cars 
get away with shunting you off the track, 
yet hardly seem to notice when you try and 
shunt 'em in retaliation. Don't know about 
you, but we at TP are always up for a bit of 
argy. After all, cheating's part of the fun, eh! 

With the likes of Gran Turismo looming 
on the horizon, Motorhead is heading down 
a slightly different route. Will there be room 
for both in your collection? You'll have to wait 
for the review but it looks like Motorhead 
is going to be the dark horse in the challenge 
for race-'em-up supremacy. TP 




Motorhead isn't in the same league, graphically, as Bran Turismo but it's got a certain 
style all of its own. Some say it's reminiscent in flavour to Wipeout 



Just when you though it was safe to go back on the roads... Power-sliding is 
back in for '98 and we can't wait to get stuck in! 




Rather than going for real cars 
the developers have opted for a 
futuristic array of racers, each 
with its own style, handling and 
characteristics. As you can see, 
we still haven't quite got to grips 
with any of them as yet! 



Gremlin revolutionised the home racing genre with their Lotus games on the 
Amiga. It's asking a lot for Motorhead do the same 
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The 3D shoot'em-up could be reborn 
with the forthcoming PlayStation release 
of Forsaken, the Descent -style shooter 
with graphics that prove, once again, 
that the PlayStation hasn't run out of 
steam just yet... 


I A ■I ■ .^7/ eve 

H a few 

3D blasters 

come and go on the PlayStation. Descent 
set a benchmark after all the corridor based 
shoot-'em-ups such as Doom and Tunnel B-1 
- which promised much but didn't really 
deliver the sort of gameplay we expected. 
Probe's Forsaken follows in the footsteps of 
the N64 VWpeout-style racer Extreme 0 and 
has a slightly similar theme. 

The anti gravity 'pioncycles' in the game 
are, in essence, much like Extreme G's bikes, 
which means that the style 


vaty between odd 

R2-D2 lookalikes and 
big SWAT style tanks, 
which unload their arsenal on you at the 
first opportunity. 

The anti-grav bikes can be loaded with 
some pretty vicious stuff to counter the 
opposition, with 25 different weapons on 
offer. Automatic lasers and swirling heat¬ 
seeking rockets are the main couplet but 
some devastating guns, which leave jelly 
fish style lighting effects in their trail, 
are here too. Whether they're here just to 
highlight the graphics engine and Probe's 
3D skills isn't yet clear. 

There's always a reservation with 3D 
games where you are actually in a vehicle 
because you can't really say whether the 
movement is realistic. It's usually an excuse 
for using a free roaming 3D engine, with no 
limitations to bother with. This might not 
be the case with Forsaken though, as the 
3D options, such as having missile cameras 
which follow the metal projectiles to the 
target, hint at the inclusion of some rather 


of the game is very futuristic, in a science 
fiction kind of style. Forsaken's plot is equally 
bleak and features a bunch of vigilante racers 
who're trying to make money from what's 
left of planet Earth, after a huge nuclear 
explosion caused mass destruction and left 
the planet in tatters. The plot is predictable, 
admittedly, but as a fast shoot-'em-up, it's 
not needed. What looks most promising 
about Forsaken is the prospect of full 360 
degree movement, which means that as well 
as simply hovering, you can go up and down 
ventilation shafts - which is like Doom with 
jet packs. 

from the shots on display here, you may 
spot resemblances to the recent Psygnosis 
game, Shadow Master, as well as the earlier 
release, Lifeforce Tenka. Zipping through 
the levels at a blistering pace, the enemies 
seem to be largely robotic and very adept 
at cunningly sneaking up on you through the 
corridors. As well as small insect-like flying 
machines which drop out of doors in the 
ceiling, more powerful beings trundle around 
the open stretches of the game map and 


The odd collection of 
skinny, half dead 
characters who 
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One of the mobile tanks, which are slow A dinky ED-209 enemy, which will follow 
but have strong firepower you until you kill him 


inventive gameplay elements in the title. 
There are 'mine cams' too, which show the 
view from a bomb you've planted, so when 
player two creeps round and sits on it you 
can gleefully push the detonator and cause 
much damage. Unless, of course, he's just 
rumbled your plan and has already launched 
a missile to connect with you rear end. 

The present options screen also has 
the exciting Death Match option, which is a 
split screen versus competition that handily 
requires no serial link-up. Speed in the split 
screen mode really shouldn't be a problem 
at all, because Forsaken already moves at 



Presently there's not much pixellation 
during explosions 


females beaming down on the contestants. 
Very strange, indeed. 

The real test for Forsaken is to convince 
gamers that it will offer them something 
more than the disappointing title, Shadow 
Master and is a big enough step ahead of 
Descent to be worth considering. A lot is 
depending on the two player mode at this 
stage - the lastability factor is a question 
which many raise when a game is as similar, 
level to level, as a 3D shooter. 

The previous performance of Probe on 
the PlayStation has been impressive, via 
Alien Trilogy, but we haven't seen much from 



Some of the weapon effects really are 
gorgeous, even close up 


a blistering pace once the acceleration is set 
to full whack. 

The futuristic feel of this title means 
that standard guitar rawk just wouldn't do, 
so Probe have included a drum and bass 
soundtrack which is undoubtedly 'pumping', 
in a Rage Racer style. The cast of characters 
involved looks suitably different too, with 
some unnervingly thin, grey, green eyed 


them recently, as they've been increasingly 
involved with N64 and PC software. Forsaken 
should mark a welcome return for Probe 
but the points we've raised above can only 
be examined in full detail after it's been 
subjected to the TP review treatment, which 
should - slippage permitting - be ready for 
launch next issue. Keep those trigger fingers 
ready, people. IF 



The anti-grav bikes will be familiar lo fans of the anime breakthrough hit (in the UK), 
Akira which featured similar designs, only with wheels rather than hover pads 





Puzzles to unlock sections such as this 
are often used 


A teleport, which needs to be 
charged before it can be used 


fcurClfFM 


/% 


Pttbiisbep: 

Acclaim 

Price: 

£44.99 

Developer: 

Probe 

Released: 

May 15 th 

Players: 

1-2 

Game type: 

Shoot-'em-up 
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The spooky Geoff Crammond classic has 
been remade for the PlayStation and 
looks like giving PlayStation owners a 
genuinely new experience if, er, they 
haven't played the original 


e 

r 

! jfei 

t 


Sentinel is possibly the darkest 
game to see the light of day on 
the PlayStation 



Brooding colours contrast with 
the brash explosions, creating a 
strange atmosphere during play 


n 1985, the programmer that 
would create the perhaps the 
finest rendition of FI on a 
home computer created Sentinel for the 
BBC Micro and it was so successful it was 
ported to several other formats. Including 
now, thirteen years later, the PlayStation. 

Billed as the first 3D 'virtual reality' 
game, before dodgy helmet contraptions 
arrived, the aim of the game was to walk 
around landscapes and absorb various 
elements of the environment, mainly trees. 
By doing this you ascended to a higher 
level of ground - ultimately you have to 
get to a certain point to move on to the 
next level. The game had no real end and 
was, as was the trend at the time, infinite, 
because it would loop after a set period of 
time. This may a sound a bit surreal at first, 
but it's a surprisingly absorbing concept and 
one that eats into time very quickly. 




But, we have to ask ourselves, what is 
it doing on the PlayStation? The actual game 
isn't directly connected with programmer 
Geoff Crammond - the game is in fact 
being developed by a small third party 
operation which is financed by a fan of the 
original - enter John Cook. When asked 
why he wants to update the game for an 
audience consisting primarily of bright young 
trendsetters, his answer was clear: "When 
Sentinel came out, it was so different and 
so original. Nevertheless, 1 was convinced 
that there were improvements that could 
be made to it, so as to make it accessible 
to the game players of the nineties". 

The obvious improvements seem to lie 
in the graphics, which have more detailed 
polygons but still remain stylistically subtle. 
The chequered chessboard style has been 
abandoned in favour of graded colours. 
This is definitely a good thing, because the 


older colour scheme was only used as a way 
to separate the polygons, which moved at 
one frame a second. Not a speed that would 
be suited to a fast paced action game but 
of course, Sentinel Returns is more of an 
ambient adventure. 

It's a testament to the industry that the 
developers have even managed to involve 
a Hollywood factor; Tohn Carpenter - of 
Halloween and The Fog film score fame - is 
doing the soundtrack, which is planned to 
be a mix of mood music. From this, 1 think 
we can expect some sterling classical type 
arrangements. The games that Psygnosis 
publish are known for their use of good sound 
technology and the Q-Sound technology - 
which creates a feeling of surround sound 
from two regular stereo speakers - will be 
used to boost that feeling of immersion. 
Die hard game fans may recall this same 
technology was used by Capcom's Super 


The g-souna technology, uihich 
creates a Feeling gfsurmuna 
sou no From two regular stereo 
speahers, will he usee to boost 
that Feeling or immersion 



The moody skies and dark hues set the The landscapes can be huge, consisting 

scene well — it'll be interesting to see of a mass of trees and hills, but they 

how the in-game camera moves rise as they expand 
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You can just about make out the faded, checked landscape which will make retro 
gamers don rose-tinted spectacles and talk about how things used to be 


Street Fighter 2 arcade machines and later 
used most effectively in FI. 

The atmosphere of Sentinel Returns 
has been well thought out - it's just the 
gameplay that we re curious about. John 
Cook has something to say about this too: 
"We've retained the claustrophobia of 
Sentinel by deliberately slowing the scroll 
down. This is not a shoot-'em-up! Part of 
the sweating panic you feel when you're 
being scanned and slowly drained of your 
final energy, is 'struggling' to look round to 
find an escape route, or some trees - or 
anything - making it a 'scroll-anywhere- 
super-fast' kind of thing would destroy that 
feeling completely". John obviously doesn't 
want to change too much, for fear of cutting 


off the original gameplay of a title which 
retro gamers will be eagerly awaiting. The 
big question is, how will younger gamers 
take to this style of gameplay — can they be 
bothered to spend time at the screen with 
few real key events and the absence of a 
central character? 

"There's no lack of attention span if 
you can deliver a great game," John says, 

"1 wouldn't call Command and Conquer or 
Warcraft instant gratification games and yet 
they all sold over a million copies. If anything, 
it's going to be a question of whether a 
nineties audience can handle the abstract 
nature of tine game over the more concrete 
aims of, say, Quake. I think they'll find it a 
refreshing change from the masses of clone- 




The icon bar seems to be a new addition, 
possibly to make the game a bit more 
user friendly 


The front end of the game is designed 
as a deliberately curious collection of 
dials and switches 


f am the REsuattBtmon 

Gamers who remember Sentinel will be most familiar with the C64 version, that was 
released in 1986. The harsh colour schemes can be seen here but the slow frame rate 
can't be conveyed in static screen shots, nor can the spooky music be appreciated. The 
PlayStation will have CD sound, as well as the sonic surround delights, so the game 
will benefit from the practical technical uses of the console, rather than just offering 
prettier visuals. Although, looking at these shots, you'll no doubt want those too... 



The original 1986 version of Sentinel, complete with its chugging frame rate 



Explosions like this are accompanied by 
room-shaking bass noises 


games on the market and will find it even 
more compelling than the original. We've 
tried to take one of the all-time classic games 
and then used all the current technology 
improvements, and my obsession of playing 
Sentinel over the past ten years, to produce 
something even better than before". 

If there's one game from the eighties 
that's been neither resurrected or equalled, 
it's Sentinel. There hasn't been anything 
vaguely like it since its release, so although 
it is an update, the whole concept will seem 
very original to most gamers. Here at TP, 
originality is king and anything that breaks 
the mould should be greeted with open arms. 
We're hoping that all the positive noises 
emanating from Hookstone Development 
ring true... TP 



you U-H-U 


To bring a classic eighties 
game kicking and screaming 
into the world of 3D takes a 
bit doing, so everything has 
to be modelled in wireframe 
and then rendered with lots 
of texture maps - computers 
are great for doing that kind 
of stuff. Hmm 





Issue • Total PlayStation 


37 

























Total PlayStation • IssueBfl 


Inspired by Sony's Cool Boarders series 
and the stunning Namco arcade title, 
Alpine Racer, Ocean's Snow Racer 
hopes to give the PlayStation the best 
of both snow-covered worlds 


he winter months are 
once again upon us. Jack 
Frosts talons are tearing 
through the air, leaving a layer of crisp white 
ice in his wake as an unforeseen snowstorm 
paints the world white. The still winter air 
is broken by the sound of happy children's 
laughter, as they carve snowmen into the 
horizon. Soon the untouched white blanket 
is awash with toboggans and hoards of 
rosy cheeked faces engaging in a snow ball 
fights. Ah, what beautiful images the 
season of winter inspires... 

But alas, the cold truth is that winter sucks. 
The actuality of this season is scraping 
ice from your car windscreen, only for 
the lump of metal to proceed not to 
start. The weather renders it too cold to 
do anything apart from stay in bed. All 
the ladies are wearing a ridiculously large 
amount of clothing and worse still, the 
pleasant stroll to the pub has now been 
transformed into a trek worthy of Scott's 
bid to conquer the South Pole. We don't 
know about Jack Frost nibbling at your 
nose, he just seems 
to bite in general. 
In fact, the only 
remotely amusing 
thing at all about 
the winter is watching the unquestionably 
spectacular round of winter sports. Each 
year such lunacy as bobsleigh, ski jumping 
and snowboarding, provides those wanting 
to spend much of their following year in 
traction with a very quick route indeed to 
the emergency ward. Yep, we all have the 
utmost respect for these chillin' winter sports 
fans and their seemingly non-existent fear 
of death. 

The PlayStation has had a number of 
snow-based adrenaline pumpers and sadly 
a couple of 'snow shows', including the 


The snowboarding tricks that the player can perform during the various runs are far 
more spectacular than the majority of moves in its main opposition. Coo! Boarders 


pedestrian Nagano Winter Olympics and the 
disappointing CHILL The icing on the cake 
so far has to be Sony's Cool Boarders 2. A 
huge improvement over its predecessor, this 
title left the snowboarding hard-core gasping 
for more and the rest of us enjoying an above 
average racer with an added handful of 
stunts. Well dudes, the snow is up once 
again, so grab your boards and baggiest 
pants as Ocean are taking us boarding, in 
their new release Snow Racer. 


In the light of the massive arcade success 
of Namco s Alpine Racer series, Ocean have 
also incorporated elements from the equally 
popular sport of skiing. The decision to divide 
Snow Racer into two quite distinctly different 
styles has obviously raised questions as to 
the quality of the reproduction of each sport. 
Thankfully the developers, Power and Magic, 
have adopted a light-hearted approach to 
the normally mind-numbingly dull digitised 
skiing section. The six courses have been 


One of the 20 plus 
courses featured in 
Snow Racer 
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snowmen nno lhoies 

The player will be given a diverse choice of racers with which to attempt both 
the skiing and snowboarding sections. The predominantly male cast features a 
surprisingly varied range in terms of size, weight and style: 



Roberto Alonzi — Italy 


Chris Hobner - Austria 


John Smith - USA 





Gina Balto - Italy 



Keni Minsoki - Japan 



Inge Mayer - Germany 



Bruce Wesson - USA 



Terji Haas - Finland 



Herman Spiid - Germany 




A limited amounts of sheer drops can be found on the ski run tracks, providing the 
player with an opportunity to perform some impressive jumps and basic tricks 


divided equally between the two disciplines, 
and each has been created with just a little 
touch of artistic license. 

To spice up the relatively linear nature 
of the slalom run, the course design has 
been used to promote speed, allowing the 
player to generate massive momentum 
from the initial long straight, before they're 
thrown, feet first, into a series of awesome, 
neck breaking turns and sheer drops. The 
skiing section can be played via two modes; 


first up is Free Run, which allows players to 
tackle the course with the clock ticking, with 
the quickest ultimate race time as the sole 
target. Those players that want a little more 
challenge should be directed to the slalom. 
Not only will they have to contend with the 
pressures and hazards of the course but also 
take care to pass through a series of markers, 
or face disqualification. 

Even though the skiers will be able 
to perform a limited amount of pseudo- 



Freestyle snowboarding allows the player to take a free run down the slopes 
without the limitations of fixed routes and time gates — pure freedom at last 


stunts, thrill-seeking drinkers of a popular 
sugar-free pop will be better catered for 
by the snowboarding levels. 

Whereas the excessive speed and kinetic 
course design may cause players more than 
a few problems during the skiing levels, 
their benefit will surely by discovered whilst 
tackling them with a board. Finding yourself 
hurtling down the mountain, only to be 
confronted by a worryingly narrow ridge 
followed by a huge jump, is most definitely 
Dames Bond territory! 

As with Cool Boarders and its sequel, 
performing stunts is the name of the game 
here. With the promise of a vast array of 
spins, flips, fakies and other unfathomable 
nonsense, the player will be able to perform 
some truly stunning tricks - or spend the 
remainder of the game in the specially 
created virtual hospital. (That was a poor 
attempt at humour, so please, no letters 
thanks -ED). 

Does Snow Racer have the potential to 
knock Cool Boarders 2 from the peak of 
this genre or are Ocean just taking the 
piste? From the little that we've seen, Snow 
Racer has a great deal of merits: its crazy 
track design, impressive visuals and of 
course the option to choose your desired 
mode of transport. 

However, this inclusion of two styles of 
racing may well be Snow Racers major 
stumbling block - attempting to reproduce 
both sports, instead of putting all effort into 
creating one, may lead to disappointment 
on each side. Until the reviewable code drifts 
in, we'll be hoping for the best - a real 
CoolBoarders 2 beater. Snow Racer is due 
for release in May. TP 




A full replay follows each race, 
showcasing the 3D engine 



By placing the skier's weight 
forward, your speed will increase 



Various views are included to 
enhance the gaming experience 



During stunts the camera adopts 
a more cinematic viewpoint 



Night races are available after 
completion of the default courses 
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The training mode will help those not used to the G-Con to associate themselves 
with the plastic piece 


Blan 

If you've bought Time Crisis, you'll have 
a nifty G-Con and what better way to 
further your shooting skills than the 
novel and slightly mad, Point Blank 


ZMUMD 


The RPG starting point sees the 
Docs hy the sea in their dinghy 


Point Blank conversion 
was always on the cards 
- after all, Namco had 
already converted Time Crisis and created 
a PlayStation-specific light gun, with far 
superior aim than usual being achieved by 
a direct link to the video output on your 
PlayStation. Point Blank was always the 
comical cousin to Time Crisis in your local 
seaside arcade and was more in line with 
Namco's more Eastern flavoured coin-ops, 
which are typically mad, Japanese sweet 
dispensing photo-card things that sit beside 
Tekken 3. 

Point Blank offers players a selection of 

to 

2D targeting events in a similar style to 
early console light-gun titles, such as 
Duck Hunt and the SNES Super Scope 
pack. In fact, some events quite clearly 
parody games such as Konami's Lethal 
Enforcers with crude pixel characters popping 
up and just begging to be disposed of. 

You see, to see Point Blank as a pure 
adrenaline packed, gun pumping epic would 


The fairground soft toy shoot-'em-up is one of our favourite sections. The target appears 
at the top and you have to avoid all the others 


certainly be missing the point. The game is 
based purely on fun, with gun events based 
on numerous skills - not necessarily how 
quickly you can clear the screen, although it 
obviously plays a part. As you play as the 
Bert and Ernie style characters, Dr Dan or 
Don, either on your own or with a friend, 
you will have a number of events foisted 
upon you. 

Some of the contests are like fairground 
events: one asks you to clear the screen of 
the stacked bottles as soon as possible, with 
unlimited ammo. Another asks you to try and 
remove an apple from a frightened bloke's 
head with one bullet and a five second time 


limit - quite like William Tell, if you imagine 
he wielded a dark grey Gun Con in his tights 
rather than a bow and arrow. The poor man 
seems to have a whole group of endangered 
friends too, as a subsequent level has a 
flock of nasty birds flying over the sea with 
unfortunate men held in their grip. Shoot 
the birds at the right time and the little men 
should fall into the safety of a moving dinghy 
underneath. In two player mode, you each 
have different coloured dinghies and the 
corresponding hostages must be dumped in 
the right place - hilarious if your mate shoots 
all the enemy birds and his men end up in 
your dinghy. 


The Lethal Enforcers parody — are 
Namco taking the mickey after their 
classic. Time Crisis!* 


sS. (■ 

An octopus' garden in the sea. Blast the 
beggars as they pop out of the pots 


/in 
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The PlayStation specific add-ons to Point Blank are numerous and mostly aimed at two player mode. Opt for 'arrange' mode instead of arcade and in typical Namco fashion, you'll 
be asked to choose between Quest mode (like Soul Blade) or Party Play, which is self-explanatory. Wander about in Quest mode and you'll end up on land after a brief dinghy trip, 
talk to some rather strange anime characters and be attacked mid-stride - Final Fantasy VII style. 

The RPG option is by far the best way of lengthening a game's life span if the main game is a bit simple — and simple describes Point Blank to a tee, so thank goodness for the 
PlayStation add-ons. Quite how people will warm to this gun-led RPG we aren't sure but it's novel, if nothing else, so we applaud it. And we did laugh at the octopus that threatened 
to steal our heart, the frog with a shotgun and the silly aliens 









Welcome to the Fantasy Zone — influences from Sega's cult hit Space Harrier are 
clear, with a scaly dragon cast as the enemy 


The Lethal Enforcers parody is set in a 
residential area, with lots of windows for 
cardboard cut-outs to spring from - but 
don't shoot the women and children because 
you'll lose a life. Without warning, after this 
level, you 11 be whisked away to set off some 
fireworks attached to a Disneyland castle, or 
kill a heap of speeding piranha fish as they 
pass the screen horizontally at an unfeasible 
speed. It's all a bit strange, but you can't deny 
there's a fair bit of variety involved in the 
game. More so when you consider that the 
arcade mode is accompanied by PlayStation 
specific things, such as party play and the 
loosely RPG themed adventure, which is a 
top-down Zelda type clone, with the gun 
games spliced in between. 

Point Blank is a trip to the fairground 
rather than a secret agent style Time Crisis 



bash. It's intended to be a complimentary 
game to Time Crisis because for one, you'll 
need the G-Con, or you'll have to use the 
joypad. This option isn't really recommended, 
because certain events such as apple shooting 
become very easy - just place the target 
and pull the trigger. 

Namco have obviously considered the 
issue of violence and it's easier to imagine 
younger kids being allowed shoot at ducks, 
rather than the disturbingly realistic foes of 
Time Crisis. 

Two player shooting action is welcome 
and is not just a case of guarding your side 
of the screen from enemies. When the preview 
version arrived in the office, it was played 
with two players from the moment it was 
turned on. The quick blast fun of Point Blank 
is easily apparent in the arcade but we re 




Point Biank IslanM The PlayStation 
seems to offer deluxe conversions of 
all Namco's games 


not too sure how the game will last. It could 
be that you constantly go back to it for short 
periods of time, or play for a couple of hours 
and then go back to Time Crisis. Whatever 
the case, it shouldn't be as disastrous as the 
Nintendo Super Scope pack which came with 
shoulder mounted rocket launcher and an 
'amusing' multi-game cart. 

Look out for the review, where well 
clearly say whether you should leave the 
novelty well alone or buy it, get some mates 
around and shoot like mad things. IP 



The octopus threatens to shoot 
you with his love in the RPG 
adventure mode 
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Powerboat 
Bonanza^ 


Win a day's VIP powerboating with the pros and a 
bulging bag of Powerboat goodies! 



To mark the release of their 
speedboat romp. Powerboat, 
Interplay and Bastion are 
kindly offering one lucky Total 
PlayStation reader the chance 
to not only win a copy of the 
excellent game but also to 
spend a day doing it with the 
big fellas, for real. 

The lucky winner gets an 
all expenses paid VIP trip to 
visit the Team Power boating 
boys, spending the day travelling 
at speeds topping 70 mph, riding 
the crest of the wave, learning 
the know-how of powerboating 
and of course, getting their 
feet wet. 


1/ Which recent movie's explosive 
climax featured a speed boat duel 
between John Travolta and 
Nicholas Cage? 


a) Driving Miss Daisy 

b) Con Air 

c) Face Off 

d) Michael 


2/ Which Sony racing romp also 
featured speedboats? 


To stand a chance of spending 
the day with the wind in your 
hair, the spray on your face, 
your heart in your mouth and 
the adrenaline thrashing through 
your veins, simply answer the 
following questions and it could 
be you facing those speedy high 
powered monsters... 


a) Rapid Racer 

b) Rage Racer 

c) Gran Turismo 

d) Rally X 


Put the answers on a postcard or 
sealed envelope, clearly marked 
"Powerboating Mayhem" and send 
it to the following address: 


Good Luck! 


Total PlayStation 
Rapide Publishing, 

1 Roman Court, 

4R New North Road, 
Exeter. 

EX4 4EP 















Reaper survey 
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Let s get personal. Sean, tears 
right, nice ana close, err, mars 
close enough, menus. 

ure ’a line to get to hnout gou 
hotter ana hoperuilg ho a out 
mhatgou’aiihemseein IP 

sou neuer hnout, gou might 
justgetgourseifa rather nifty 
ernes jachet m pose in at gour 
local games store. Getutrihogi 
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Readers surueu ’OR 

Welcome to the big Total PlayStation survey - a cunning questionnaire designed to tell us all 
about you, the readers, in order to make TP just as you want it. Answer the questions on the 
following pages then cut them out (or photocopy them if you don't want to chop up your mag) 
and return them to the address printed at the end. Remember to mark your envelopes READER'S 
SURVEY. Ten lucky people drawn out of a hat stand to win a swanky Eidos jacket (pictured being 
modelled by one of our, erm... stud-like number) - the fashion item to be seen in this summer. 
The ten winners will also win a year's subscription to Total PlayStation, so what more incentive 
do you need? Get filling... 


fWOUtHOU 


1) Name 


2) Your age [tick box] 


under 15 

□ 

15-17 

□ 

18-24 

□ 

25-34 

□ 

35-44 

□ 

45-54 

□ 

55-64 

□ 

65+ 

□ 

3) Male 

□ 

Female 

□ 

4) Married 

,□ 

Single 

□ 


5) Address. 


7) What is your income? 

Under £5000 

□ 

£5001-£10,000 

□ 

£10,001 -£15 000 

□ 

£15,001-£25,000 

□ 

£25,001-£35,000 

□ 

Over £35,000 

□ 


Leisure nabits 


The following questions are designed 
to help us find out about your 
consumer habits and leisure time. 

8) As a consumer, which product 
would you be more likely to spend 
money on in a month? 


In order of preference : 
1 = most likely 


6) Are you: 

Employed full-time 

□ 

5 = least likely 

Videos . 

. □ 

Employed part-time 

□ 

Clothes . 

. □ 

Student 

□ 

Music . 

. □ 

Unemployed 

□ 

Games Software. 

. □ 

Self Employed 

□ 

Cinema Tickets. 

. □ 

Retired 

□ 




9) How many times have you visited 
the cinema in the last month? 

None.[G 

1-2 times . G 

3- 4 times .Ql 

4- 5 times . . . . .□ 

over 5 times .^G 

10) Do you buy music CDs? 

Once a week .GI 

Every other week . G 

Once a month. G 

Every other Month . G 

Every six months. G 

Hardly Ever. G 

11) How many music CDs do you buy 
a year? 

I- 5. G 

6-10. G 

II- 15. G 

16-20. G 

20+. G 


12) features at home 

Do you have a VCR? . Gl 

Do you have a satellite dish? . . .Gl 

Do you have cable TV? . Gl 

Do you have a console? .^G 

Do you have a CD player?.^G 

13) How often do you shop 
for clothes? 

Weekly . Gl 

Every other week . . .□ 

Monthly . G 

Every other month . . .□ 

Four times a year . G 

14) How much do you spend on 
clothes a year? 

Under £500 . G 

£501-£750 . G 

£751- £1000 . G 

£1000+ . G 


















































JLi._ 


you and your 
Playstation 


15) How many PlayStation games 
have you bought in the last 3 months? 

None .1 

1-3 .□ 

4-6. LJ 

7-9.□ 

10+.G 

16) What determines whether you buy 
a PlayStation game? 

Magazine reviews . LJ 

Advertising/Marketing . LJ 

Software company . LJ 

Recommendation by word 
of mouth._J 

Genre. LJ 

Playable demos. LJ 

17) Which genre of games do you 
prefer to buy? 

Beat-'em-ups . LJ 

Shoot-'em-ups . LJ 

Platform.J 

Driving ._l 

Sports.□ 

Sim games . LJ 

First-Person Shooter. LJ 

Strategy . Lj 

RPGs. LJ 

18) What controllers do you use on 
your PlayStation? 

The Official Sony Pad .-J 

Third Party pad. LJ 

Mouse. LJi 

Steering Pad . . . . .□ 

Analogue Pad . LJ 

Light Gun . LJ 

NegCon Controller . LJ 


the mnGHzme 

19) What made you purchase 
Total PlayStation? 

The front cover. LJ 

An advertisement. LJ 

Cover price of £2.95. LI 

Fditorial style. LJ 

Cover promotion. LJ 

Number of pages . LJ 

20) Where did you purchase your copy 
of Total PlayStation? 

WH Smith. .□ 

John Menzies . . . .□ 

Videogame store . . . .□ 

Local newsagent. LJ 

Railway station . . . .□ 

Petrol station . LI 

21) How often do you buy 
this magazine? 

Monthly (subscription) . LJ 

Monthly (bought from shop) . . . .LI 

Fvery other month . LI 

Once in a while. LJ 

First time purchased . L1 

22) How easy is it to find Total 
PlayStation on the shelves? 

1 can always get hold of a copy, 

no trouble. LJ 

1 have to hunt around a bit . 

1 hardly ever see it for 

sale anywhere. LI 

This was the first time 

I'd seen it .... .□ 

23) How many people will read this 
copy of your magazine? 

iLJ 2 □ 3 LJ 4 □ 

more than 5 LJ 


24) a) Please mark the following 
features out of 5. 

(1=poor, 5=excellent) 

• News . 

• Premiere. 

• First Play . 

• Previews. 

• Features . 

• Reviews . 

• Tips. 

• Interzone . 

• Free gifts. 

• Cover exclusives .... 


.□ 

.□ 

.□ 

.□ 

.□ 

.□ 

.□ 

.□ 


b) What is your favourite free gift? 


c) Which was your favourite issue? 


25) Which part of the magazine is the 
most appealing to you? 

Editorial. .□ 

Design. .□ 

Price. LJ 

Size (number of pages).Ql 

Free gift on cover. LJ 


26) Is there anything you would like 
to see in forthcoming issues of Total 
PlayStation ? 


27) How much do you spend on 
magazines each month? 

£2-£5. LJ 


£6-£10.LJ 

£11-£20.LJ 

£21 -£30. LJ 


More than £30. 


28) Which of the following PlayStation 
magazines do you also read? 

Official PlayStation Magazine. LJ 

PlayStation Plus.Q 

PlayStation Power. LJ 

Play.Q 

PlayStation Pro.Ql 

PlayStation Solutions. LJ 

PowerStati on.Q 

Reasons why:. 


29) What other non-PlayStation 
magazines do you read? 


TUanhyoufor 
your valuable 
information! 

There, wasn't that 
difficult now, was it! All 
that remains is to pop me 
in an envelope and return 
me to: 

Total PlayStation 

READER'S SURVEY, 

Rapide Publishing, 

1 Roman Court, 

48 New North Rd, Exeter, 
Devon EX4 4EP. 

Remember to write 
READER'S SURVEY on the 
envelope as it makes our 
life an awful lot easier. 
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Second fold here - then seal with tape along all edges 
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Witnesses Speak Out 
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Can so many voices be wrong? 


NVESTIGATING ALIEN PHENOMENA 



HBUlBUIS 

□ The living dead stalk the PlayStation 
once more in Capcom's feverishly 



Can Resident Evil 2 recreate the creepy; 
jumpy atmosphere of the first game or 
is it simply a horror in itself? Check out 
our full review for all the gory details - 
if you think you can stomach it! 
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There's something for everyone this 
month. Resident Evil 2 is finally here and 
it's the business. Perhaps not as much of 
an improvement over the original as 
we'd hoped in terms of gameplay, but a 
graphical treat and gorefest without 
peer. Dark Omen is just the ticket for 
any armchair generals who found Red 
Alert too easy to beat and Children of 
the Atom will keep your beat-'em-up 
needs satisfied for another month. 

Rascal from Psygnosis is an ideal 
title for the younger player, combining 
gorgeous graphics with a highly playable 
platform format. Then there's some 
crazy Bomberman- style multiplayer 
mayhem in the form of Roy Poy and the 
latest in the aggravatingly addictive 
Bust-a-Move series. 

Oh, and have 1 mentioned the small 
matter of our two big exclusives — Spawn 
and Breath of Fire III ? 1 have now! 


Spawn: The Eternal 50 

Resident Evil 2 54 
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Chill 62 
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Steering wheel 
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Memory card 
(One block unless 
otherwise stated) 




Light gun Multi-tap 



Split screen mode 


Dolby surround 


Link-up mode 


Analogue 


Mouse 
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This revolutionary device, which 
now adorns all of our reviews, 
gives you an idea of exactly how 
long a game is likely to retain 
its appeal. Here's how it works: 

The total of all of the 
sections is always ten. In 
this case initial interest will 
be reasonable, increasing 
after a few days as you 
start to get to grips with 
the controls. It'll take weeks 
however, to get the most 
out of the game, with so 
many tricks and skills to 
master. After that though, 
its appeal will tail off, 
though it'll still emerge for 
regular multiplayer action. 
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numum 



90 or more: 

Any game earning a TP Direct 
Hit is an essential purchase 
tor any gamer 



85 89: 

Falls just short of greatness but 
is still a must for fans of that 
particular genre 



0 49: 

Basically, only its mother could 
love it. Only desperation could 
make you touch such a thing! 






































spawn 

mam 

Todd McFarlane's undead warrior, 

Spawn, makes his way to the PlayStation 
from the pages of his popular comic 
book. Will he make the much troubled 
journey in one piece, or suffer the fate 
that's befallen the majority of many of 
his counterparts...failure? 



Attacking a floored opponent 
provides an easy route to a win 



Spawn has a number of athletic 
abilities that serve him well 
during the latter stages 


omic book characters are 
seen in a very different 
light than they were a 
mere decade ago. The maturity of the genre's 
many readers has risen and comics are no 
longer put to one side, amongst the rest of 
childhood's toys. The industry has grown 
beyond the confines of age to appeal to a 
huge mass market. Its audience spent their 
youth reading the exploits of their favourite 
star, but as their tastes have matured, so 



Hell is far from a nice place to visit, 
what with its pulsating blood red sky 
and flame-soaked walls. Still, it's a fine 
introduction to what's to come 



the content of the comic books has altered 
accordingly. The wholesome image of the 
square-jawed superhero has been erased 
forever, the once simplistic banner of good 
and righteousness is now held by a very 
different breed of hero, who carries the 
subtext of loneliness and the solitary nature 
of a leader's role into the foreground of the 
plot. The term 'hero' has become almost 
redundant, with such motives as revenge 
and self-denial providing plot structure, as 
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As each level is generated in real-time, 
fallen foes remain battered and broken 
— marking the spot of their encounter 
with Spawn 


opposed to saving the world and rescuing a 
fair maiden from the jaws of death. 

The seminal work of Frank Miller - and 
most notably his stunning re-invention of 
Batman, The Dark Knight Returns - first 
introduced these elements, adding gritty 
realism, violence and sombre (and at times 
tragic) emotions, which have changed the 
course of comic book history. Now, one of 
the most popular of the recent batch of new 
wave characters has to be Todd McFarlane's 
Spawn. Its continuing plot is far removed 
from the clean cut romps of the average 
old-style hero... 

HanJBore spawn 

Spawn was once a mortal, Al Simmons, a 
government agent who was double-crossed 
by his superiors and left for dead. Banished 
to Hell for his hideous crimes against the 
living - all committed for the sake of his 
government - Simmons made a pact with 
the Devil, to restore him to life, enabling 
him to return to his wife and daughter. 
Forced to join the armies of Hell, Simmons 


wiiHiiiifiinjituh 


Spawn: The Eternal features a number of rendered sequences, which appear after the successful completion of one of the worlds. 
The intro is by far the most impressive, commencing with a flash of lightning that illuminates a tombstone, marked with the name 
'Simmons'. The camera sinks down beneath the surface, to provide a sweeping glimpse of Hell, with the final shot centring on 
Spawn, as he stands on a pillar of stone, surrounded with rivers of fire - admittedly short but still perfectly crafted 
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Spawn himself looks absolutely perfect 
in his polygon form — shame about some 


of the background visuals 


Rn 
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Blasts of light accompany every successfully placed blow, rapidly followed by a spurt 


of your enemy's blood 

became Spawn. Fuelled by rage and the 
knowledge that his old life can never be 
regained, he twists his loyalties and begins 
the battle against evil. Grasping his last 
shred of humanity - his unfaltering sense 
of justice - Spawn becomes the protector 
of our world, preventing the legions of Hell 
crossing into our realm. His internal battle 
with himself and his past identity continues 
to rage, on sending Spawn ever closer to the 
edge of sanity. Superman this ain't. 

Spawn has rapidly become one of the 
most successful comic book franchises in 
the world, with his movie debut taking a 
massive $21 million in only the first three 
days of opening in the US box office. Yet 
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Multi-levelled areas provide a labyrinth 
of corridors and open area to explore 


McFarlane's hero has failed to make any 
real impact upon the European markets, 
and his comic book exploits are rarely 
available outside import stockists. Could 
the release of this Sony produced game 
license, Spawn: The Eternal, change his 
fortunes or will it banish Spawn back to 
Hell forever? 

Choosing to adopt a different approach 
from the destined-to-fail movie translation, 
or trying to capture the complex emotions of 
the comic books, Sony's Spawn: The Eternal, 
wisely chooses to take several key elements 
of both the comic book and the movie and 
to create a hybrid plot from both. Borrowing 
their general structure and key characters, 


Almost every on screen object can be 
smashed — some contain important items 



new n s ensHions 

Each time zone will see Spawn change his costume for something more fitting to the period. 
The original look remains the best, with the Prehistoric look coming a close second 




Spawn sports the caveman style for his The classic Spawn look for the modem 

Ice Age encounters superhero about town 



Sadly each guardian has an equal amount 
of damaging special moves to Spawn, 
somewhat evening the score 

the game offers the player the role of the 
other caped crusader, as he battles across 
various time periods in his never-ending war 
against the forces of evil. By slightly distancing 
themselves from the well established themes 
of the comics, Sony have possibly alienated 
the series' hard-core following, yet their 
interpretation of Spawn is by far one of the 
best attempts to introduce comic book to 
video game that we've seen. 

comic staling 

The game itself is an interesting blend of 
third person exploration and 3D beat-'em- 
up. Admittedly, on paper this concept does 
instantly suggest disaster, yet whilst hardly 
bettering the level of quality set by such 
inspirational titles as Tomb Raider and Tekken 
(with neither of Spawn's elements having 
the impact to be released as a stand-alone 
product) when paired together upon a single 
black disc, the mixture tastes rather sweet. 
The balance between the differing gaming 
styles blurs, to provide an enjoyable blend 
of both - as opposed to the usual genre- 
spliced, nondescript mess. 

Once the excellent presentation and 
subtle but impressive intro sequence has 
set the tone, the game begins. Finding 
themselves in Hell, the, player is faced with 
four portholes, each leading to another 
dimension, set in different time periods. The 
first world is our own - with Medieval and 
Prehistoric environments waiting in the 
wings before the final confrontation in Hell. 
Each of these levels is divided between the 
two varying styles of play and for the most 



Here lies the guard house key - 
will you collect it? 



At times the camera view can 
have a negative effect, obscuring 
the central character 



sms... 


Spawn — great film, not so 
great game. It's a pity the 
developers of this game 
couldn't reproduce the superb 
visuals seen in the film, as 
this would have been pretty 
awesome. As it is, the game 
looks, at best, okay - and 
plays rather the same. To be 
fair, the game is enjoyable 
for a short time but this fun 
soon wears thin as the levels 
roll by - and repetitive is 
definitely a word you could 
use to describe this mish¬ 
mash of a game. There are, 
however, a few good points, 
such as the areas where the 
gameplay switches to fight 
mode - but even these are 
flawed and leave a lot to be 
desired. Definitely a 'try 
before you buy' game 



Each level has been designed to generate an unpleasant atmosphere, in keeping 
with the look of McFarlane's comic book 
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FIGURE 
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Spawn's mass appeal is reflected 
in the wealth of merchandising 
available, with sales rivalling that 
of the X-Men, Batman and even 
the Mighty Morphin' Power 
Rangers. The most impressive by 
far is the new line of Spawn 
action figures and because we're 
the nicest magazine in the world, 
we've managed to get our hands 
on four to give away. To win one 
of the miniature monsters, just 
answer the following question: 

name me Greater 
ofspieerman 

Now pop the answer on a 
postcard or sealed envelope, 
clearly marked: 

"Little Spawny Compo" and 
send it to the following address: 

Total PlayStation 

1 Roman Court, 

48 New North Rd, 

Exeter. EX4 4EP 

Note: Figure may differ from 
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part the player will find themselves exploring 
increasingly complex environments. 

The purpose of Spawns quest is simple 
— solve the riddles of the area to progress 
to the next. As with the combat sections, 
the puzzles start off rather easy and gain 
in difficulty as the player comes ever closer 
to Hell. Unlike the near baffling last levels 
of Tomb Haider though, the puzzles remain 
logical and are along the lines of finding the 
location of keys, and the removal of hazards. 
Sony have successfully created a puzzle 
based environment that remains challenging 
without causing frustration. 

The structure of the levels is mirrored 
by their content, and as the game progresses 
the layout becomes increasing complex, from 
the basically linear first few levels to multi¬ 
layer, hazard littered areas found in the more 
advanced levels. The game has also received 
a welcome injection of platform game action, 
which guarantees plenty of "just one more 
go" anguish. As mentioned, Spawn presents 
a progressive challenge without ever becoming 
a chore, with gameplay luring the player back 
to progress that little step further. Graphically 
levels range from atmospheric to just plain 
dull: the worst stages are served up first, 
leaving the best to last. 

Each environment has a number of 
trademark McFarlane influences, touches 



Spawn's adventures in the Medieval 
stages require him to adopt a frankly 
daft red, white and blue outfit. Why? 



Simplistic puzzles entail finding the 
location of keys to unlock doors etc. 
Hardly taxing but also far from boring 
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Publisher: _Sony 

Developer: _Sony 

Players:_one 


Enjoyable fusion of adventure and 
beat-'em-up that almost succeeds 


Price: 

£35.99 

Released: 

March 

Game type: 

Action Adventure 




Collection of power-ups can increase 
the player's offensive capabilities by a 
considerable degree 


that will delight fans but probably leave 
the uninitiated distinctly unimpressed. Any 
graphical shortfalls are covered over by the 
excellent use of lighting effects and some 
nice incidental graphical touches. The most 
appealing aspect of the game's graphical 
content though is Spawn himself; a highly 
impressive, motion captured polygon based 
character that perfectly matches his inked 
counterpart in style and movement. 

Tehhen em all an 

The combat sections are initially pretty 
disappointing - during each of the levels the 
player will encounter various other characters, 
all of whom will instantly engage you in 
combat. At this point the camera adopts 
a side-on position and the gameplay takes 
on a new direction - the 3D beat-'em-up. 
The player has a limited amount of offensive 
attacks to begin with, which utilise a basic 
Tekken style 'each button controls a limb' 
controls, allowing the use of classic one- 
two combinations. 

The shoulder buttons allow movement 
in-and-out of the screen, to help Spawn 
avoid projectiles and other long range 
attacks. More complex special moves and 
projectiles are not instantly available and 
must be collected en-route. These goodies 
are, however, best conserved for the big 
showdown encounters with the various end 
of level guardians and sub bosses - one 
aspect of the gameplay that must inspire 
comparisons with the basic character growth 
of the RPG genre. 



The Violator, the true guise of the 
spawn of Hell, prepares for battle 



The first-person viewpoint is best used 
to examine an object in close range 


Graphically these combat sections are 
far more impressive than the exploration, 
yet we were left with the feeling that, whilst 
breaking up the action and adding a little 
variety, the combat was just too limited. 
The overly complex Mortal Kombat style 
special moves proved too fiddly and tricky 
to perform in the heat of battle - and a 
return to good old button bashing is best 
for success. In time the offensive moves can 
be mastered but they still remain far too 
complex to become instinctive. 

The levels of violence, which have often 
brought the comic book unwanted moral 
attention, have been carried over into the 
fighting section nicely Each well connected 
blow will release a splatter of blood or 
the sound of breaking bones, and if simple 
fisticuffs aren't to your tastes, the player can 
always tear off an opponent's arm and then 
proceed to beat them with it! 

Sadly two player beat-'em-up action is 
unavailable, which is a great shame. After 
all, this would allow the player to get to 
grips with the fiddly controls at their own 
pace - and tear a friend limb from limb in 
the process. 

Sony have managed to capture all of 
the macabre and at times bleak atmosphere 
of the comic book, and to this end they've 
served Spawn's fans well. For all other 
PlayStation owners, Spawn: The Eternal 
still remains a solid and highly enjoyable 
adventure that will provide players with a 
lasting challenge. An interesting combination 
of ideas that whilst unfulfilled, is still worthy 
of recommendation. Jamas 



Overkill, Satan's hall human, 
half cyborg servant 
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The return of survival horror, eh? That's 
all well and good but is it a return to the 
classic gameplay of Resident Evil, or a 
hideous genetically-mutated rehash of 
what has gone before? All questions will 
be answered in time, my friend... (cue 
deranged repetitive laughter) 


he plot of the original 
Resident Evil was as 
twisting as some of the 
slippery foes in the game - what appeared 
to be a typically cliched haunted house tale 
turned into a modem day genetic super¬ 
power tale, neatly blending science fiction 
and horror themes. The rendered graphics 
added further credence to the cinematic 
nature of the game but the plot was surely 
the most important element. The same holds 
true for the sequel, so we'll do our best not 
to give too much away. 

Suffice to say that Raccoon City has now 
been mysteriously plagued by zombies and 
one Claire Redfield has visited the city to 
find her brother - Chris, of the first game - 
who is a member of the police force and 
the STARS team. Sadly he appears to have 
legged it, leaving a rookie police officer 
named Leon ("First day on the job - great, 


The central police station view is probably the best shot in the game, with around 
eight camera angles making it the centrepiece of the game 


huh?") who joins forces with Claire after a 
far from pleasant meeting in a diner. She 
is lunch you see, as the eager zombies are 
after a fresh piece of meat. 

You can choose to play as either Claire or 
Leon from the off - depending on which of 
the two discs you put in your PlayStation - as 
they get separated by a huge fire. The intros 


for the characters are slightly different but 
inter-linked - both Leon and Claire appear 
in the intros but see things from their own 
perspective. It's clever stuff and it's fair to say 
that the CGI sequences are right up there 
with similar efforts from Namco and Square. 

Into the game proper, where there are 
two difficulty settings initially: either easy 
or normal. We opted for the normal mode, 
for fear of seeing the game too quickly and 
finishing the quest too soon - despite the 
claims we'd heard of the game's size. If 
you've played the demo you'll be vaguely 
familiar with the police station and the first 
main evil thing encountered - The Licker, 


The undead are now civilians 
rather than vague monsters 


Play as Leon and your partner in crime will be a bit bigger than the little girl Cherie Your female cohort looks in wonder at 

that accompanies Claire — but she's looking for her friend, Ben, so calm down your superior firepower 
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uuhu rre ive luamtiG ? 

The wait for Resident Evil 2 in the UK seems a bit too long for some eager beavers. 
The game has been on sale in Japan for some time, but an English translation has 
been available since the US release on the 25th January. While a slight delay for 
the UK release is always expected, the wait for this sequel does seem harsh. Why 
has this happened? 

Well, Virgin have to wait for the PAL code first and a simultaneous release in countries 
other than the UK, prompting even more language translations. The wait will be worth 
it though, if only to save that extra bit of cash over buying an imported (US) version, 
which will fetch prices of £60 plus, with some independents charging closer to three 
figures — enough to dent anyone's wallet. 



The US Romero TV ad which preceded the US release release in January 


ladies and gentlemen, who has the rather 
uncanny ability to fly through the air and 
spear you with his tongue. Nice. The game 
structure isn't the same as the demo though, 
so fans who ve already played the 20 minute 
slice to death - no pun intended - will still 
flinch at the prospect of nasties jumping out 
of the walls. 

Speaking of jumping, I've never seen so 
many people shudder and exhibit strained 
looks of shock at a game, even when playing 
it in a crowded office. Play the game on 
your own with the lights turned out, with 
a few speakers wired up and it is highly 
possible that a few extra trips to Marks & 
Spencer may need to be made. The whole 
feel of playing this sequel is more tense, 
especially the music, which now rises and 
drops, with the occasional bang thrown in 
just to keep you alert. 


Pinpointing why Resident Evil 2 seems 
more tense or (go on admit it) plain scary is 
difficult - perhaps it's the sheer amount of 
foes that keeps you on the edge, or maybe 
the narrow corridors, or perhaps even the 
awkward camera angles. The experience of 
falling through the floor or finding things 
living in the walls doesn't help either. 

invasion of tne 
an Hie champers 

Combat is where most gamers will notice 
the subtle differences. Auto aiming can be 
used and weapons need to be used far 
more. A standard magazine clip with just 
fifteen bullets won't last much longer than 
a couple of rooms, because normal zombies 
will happily gobble seven or eight of them 
right up before deciding to lie down and 
expire. Telling when a zombie is dead is 


combat is mbere most gamers 
mill nobce the subtle amor cocos 
—auto aiming con be uses 



The fires encountered at the beginning of the game continue into the adventure 
as a signal of things going, as some might say, terribly wrong... 


difficult too, because you can't always see 
the expanding pool of blood that spreads 
across the floor. The cheeky fellows even 
play dead, only acting when your ankle is 
within chomping distance. A quick tap of 
the relevant button will remove their head, 
courtesy of your foot and a hefty penalty 



GRST GOLLGGnOR 


Resident Evil 2 becomes more cinematic than the original by adding more in-game characters to the story, with more than the obvious two being controllable. Suspense is 
building for many gamers but hold on - it will soon be here in all its glory and then, only then will all be revealed 



Leon Kennedy , your local Claire Redfield, looking for Sheriy, lost girl who Ada, a mysterious helping Ben, 'other half' of Ada Brian, the evil official and 
friendly policeman brother Chris keeps disappearing hand for Leon and initially imprisoned mastermind of terror 
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The bosses are larger 

See the 

Genetic mutations 

The bicker, who has a 

Plant life mimics 

The plants aren't 

than before and far 

transformation of the 

still feature but are 

lot a friends. 

Invasion of The 

static, however, so 

more inventive 

poor man to the left 

more pronounced 

unfortunately for you 

Body snatchers 

be aware! 




I (ought the law and the law 
died. Oh yes, indeed 



The scenes of destruction feature everything from smashed cars and helicopters to 
policemen who no longer want to keep you from harm. They'd rather eat you 



The crossbow is a fun weapon which 
pins birds to walls while they're still 
alive and jabs zombies good and proper. 
Oh yes 

kick-style punt. It's a shame their isn't a sub 
game of head football or skull soccer, as 
there are few things more satisfying than 
sending the zombies' chompers sky-bound. 
On a more serious note, we welcome the 
intelligence of the baddies and are glad they 
don't always just wander about aimlessly. 
Wardrobe-jumping eaters of your flesh and 
suspiciously dormant pale faced people are 
all appreciated, especially compared to the 
comparatively sparse foes of the original, 
who moaned and shuffled as if they were 
on their way to a meeting down at the Help 
The Aged shop. 

Controlling your character is as easy as 
before, with auto weapon reload and auto 


aiming even helping to make things a little 
easier. The latter is especially useful when 
awkward camera angles mean you end up 
firing off the screen and those groans will 
confirm that you're hitting something. New 
weapons include a semi-automatic hand 
gun and a partly effective crossbow, which is 
worth using just to see the arrows it fires 
protruding from enemies as they approach. 
There are loads of touches like this; the way 


your character will use a weapon as a crutch 
when injured and minor things such as the 
movement of Claire's ponytail, which easily 
hvals Ms Crofts. You get the feeling the Lara 
wouldn't last two seconds round here though, 
because far from being an average action 
game, Resident Evil 2 is a horror adventure 
and makes, oh - pun alert, no bones about it. 

If there's one criticism which will be made, 
it'll have to concern its similarity to the original. 
The puzzles exude major deja vu and 1 didn't 
expect myself to be placing diamonds in 
holes in a police station - maybe in a suspect 
mansion, but here it just seems out of place. 
This is a brief quibble to note though - the 
new aspects, such as events happening when 
you're about to leave or enter, a room are all 
superb. Exit one room and the nearby fax will 
whir and spout the next clue. Likewise, entering 
a certain outside location will start a video 
sequence explaining exactly why a helicopter 
is wedged into the side of the police station. 

Don’t snoot, I’m a 
numon f 

All these added interludes are great and in 
conjunction with the 'desperate duo' feel of 
the game, as the pair stay in touch via radio 
and chance meetings, the importance of a 
well plotted beginning, middle and end has 



The scientific labs remain from the first game and are the domain for boss encounters. 
Sceptics may draw comparisons with former Tyrant meetings 
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Weapons have accurate recoil effects 
and good smoke blasts 



Tight corners and dead ends are just as 
regular as in the original, unfortunately 


never been more significant - even if they 
don't appear in that order. For example, 
Claire may discover something early on that 
Leon has to wait longer to find - if he ever 
does. Conversations are different too - how 
we laughed at the gun shop owner who sees 
fit to call Claire both a 'babe' and 'darlin' 
within the space of one sentence. 

You will meet more people in Resident 
Evil 2, but our expectations about seeing 
huge outdoor scenes have been left slightly 
deflated as the 'outside' really only acts as 
a link between the buildings, if you forget 
things such as buses. In reality the Police 
Station isn't that dissimilar to the mansion 

- quite why it has stuffed tigers alongside 
huge clockwork devices isn't made clear and 
it's more like a museum really, albeit one 
which has dead curators. 

However you view Resident Evil 2, 
it's best to note that it isn't a revolutionary 
step forward for the game but it is still a 
pleasurable and absorbing quest that is 
well worth its asking price. The sequel as 
a concept often has many inherent problems 

- should you keep it the same but make it 



A huge croc boss. Run away — and get your sub machine gun out while you're at it, 
you're gonna need it to blow this fella away. If you don't, you'll die, simple really 


different? That's what Capcom have done: 
same game engine, new characters, puzzles 
and location. 

If what you've read about this game 
seems like a jumbled recollection of sequences 
and scenes, then that's because Capcom have 
taken the interactive movie to its natural 
next step. The difference between the two 
games is similar to the gap between the 
Alien and Aliens flicks - there's far more of 
everything, although the objective is the same. 
The fact that Capcom used aged horror films 
for inspiration on the first game (and here 
too) means that sci-fi films have come into 
the mix here - who could fail to spot the 
resemblance between James Cameron's 
aforementioned film and the scene where 
Claire tries to befriend a frightened girl 
(bearing a startling resemblance to Newt) 
who keeps, rather irritatingly, legging it? 
What about the ventilation shafts which "are 
too small for an adult to fit through"? You 
get the picture. 

All in all, Resident Evil 2 is easily as 
good as its precursor and will last longer. If 
you haven't got the first game then you can 


happily rank this title alongside Final Fantasy 
VII and Tekken 2. If you've got the first game 
and have played it to death, then you'll want 
some more - and Capcom have some for 
you. You'll find it enjoyable, if a little familiar, 
and play it for ages, and in long stretches too, 
I'll wager. Whole weekends could quite easily 
disappear, leaving social lives in tatters all 
over the country. Some people will certainly 
criticise Resident Evil 2, though - after they've 
completed it probably - for failing to do this 
or that. There are things 1 wanted to see and 
do too; shooting zombies off balconies from 
below; using night vision goggles, Silence of 
The Lambs style or even swinging from beams 
whilst warding off the enemy. 

in the end though, it's Resident Evil and 
complaining is like saying just what bits you 
would've like to have seen in the latest James 
Bond film or whatever. It's a work of video 
game art, that makes you jump, sets the 
emotions going and starts the brain tiding 
and it's none the less playable for it. Get the 
drinks and crisps in and er, while you're out, 
nab us a nice clean pair of brown cords from 
Next, will you ? RiGhanJ 
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Since I'm the only one of us 
to have played this fully (er, 
excuse me mate - Richard) 
through all of the six different 
missions, 1 can honestly say 
this is a superb game. Okay, 
the puzzles are very easy and 
not a patch on the original, 
and the maps are very similar 
too but the graphics are jaw- 
droppingly good. There are 
hidden characters to control 
and tons of different weapons 
too, from the Spark Gun to 
the cool Gatling Gun. There 
are far more 'jumpy' bits 
than the original, but it's also 
easier than the originaL 

All in all a bit of a wasted 
opportunity, but still one of 
the best games on the grey 
box and no mistake! 




The Crocodile boss comes at 
you from a distance at first 
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Carefully follows in the footsteps of a 
classic - an immensely absorbing quest 


Publisher: 


Price: 


Sherry follows Claire but she isn't as useless as she seems. As a valuable extra eye 
and item collector, she is superb 


Players: _ 6—type: 
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Bream of 


Now that publishers have seen 


Final Fantasy 07/sell 
bucketloads, they're all 
too eager to sell their 
own RPGs. Ocean 
have snapped up 
the latest 
instalment of 
Capcom's long 
running series, 

Breath of Fire III 
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Villages are just the place to catch up on interesting chat — clues will be revealed, so 
you have to pay attention very closely. Indeed 





A very Zelda type moment where an old 
lady tells you to get off her farm — 
"Whew! I'm beat! Beat I tell ya!" 
American translations... tsk 







he Breath of Fire series 
was originally an SNES 
only affair, with both the 
previous games appearing on the Nintendo 
console. But, like Square, Capcom seem to 
have turned towards the PlayStation for 
most of their projects, perhaps to avoid the 
constraints and limitations of N64 carts. 
Still, quibbling console arguments aside, 
it's good to see RPGs being released in the 
UK. Two RPGs are reviewed in this issue, 
which is truly something of a feat for the 
PlayStation market. 


Breath of Fire 111 is reminiscent of your 
typical old 16-bit RPG, with an isometric 
viewpoint similar to the SNES's Mode 7 
graphics. The rotational viewpoint relies 
mostly on characteristic sprites and subtle 
shading as opposed to the polygon filled 
world of Final Fantasy VII-you may recall 
Konami's Suikoden and Vandal Hearts RPG 
couplet of last year. 

All this harking back to the days of the 
16-bit RPGs may be just a bit too much for 
some, but it's testament to the diversity of 
the PlayStation that there is still room for 


games like Breath of Fire which does, after 
all, come from the Capcom stable. 

The plot of Breath of Fire is reflected in 
its title, as you start the game controlling a 
baby dragon who is kidnapped after being 
discovered. After being hoisted out of a 
mine you are chucked on the back of a train 
in a cage. After escaping and reverting back 
to your more human self, some friendly 
animals take you in and nurse you back to 
health. The problem is, you're only about 
two-years-old and don't have a clue about 
your identity. The only thing which is quite 
shockingly apparent is the fact that you have 
a bright blue quiff. 

Battle-wise, Breath Of Fire III relies on 
turn-based combat, although some aspects 
of the game utilise real-time conflict. You 
can run about swiping at things with your 
sword, but for larger battles the screen will 
raise slightly and a battle menu will pop up. 
Players of the SNES title Secret of Mana 


me rotetlonel viewpoint relies 
mas tie on chsrecteristic sprites 
sea sue tie shoeing as opposes 
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After being kidnapped, caged a 
thrown oft the train, you are 
saved by two kindly fellows 


Goo based baddies are out in force — Puff Goo and Goo Mage are typically odd 
Japanese shape-shifting characters that randomly attack 


An inn, where you can sleep and replenish 
your health for a price. It's best to see the 
lady downstairs for er, single rooms 

BBRGBB BBB BllIB 

The central character in Breath of Fire 11 is a dragon 
boy who, after being bundled into a cage by nasty 
miners while in dragon form, gets taken into care. 

The two heroic rescuers become playable characters 
after they adopt you, but as to what they are it's a 
bit of a mystery. One is a mystical pixie who looks 
much like yourself, and the other is a two-legged 
tiger creation with a long tail. Not the best 
pair of foster parents to have, perhaps 
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You'd be forgiven for thinking that Breath Of 
Fire 111 was developed by an obscure small¬ 
time Japanese developer rather than the 
huge games company known as Capcom, 
creators of both the legendary Street Fighter 







The central character Ryugi, 
posing with his sword 


series and modem masterpiece Resident Evil 2. Capcom are keen to stress the fact the 
Breath Of Fire series belongs to them, as the US copy of Resident Evil advertises the RPG 
within its case, perhaps implying that the series is as legendary as a certain Square 
game. In the US, where both Breath of Fire I and the sequel instalments have been 
released, there's a sizeable following of the games. Readers charts in US mags and fan 
Internet sites confirm the US popularity of the game. The company's Japanese success 
seems unstoppable, with the recent Saturn arcade conversion X-Men Vs Street Fighter 
selling great amounts. Further PlayStation beat-'em-ups such as Marvel Super Heroes 
would suggest that, in Japan at least, 2D fighters are still as popular as ever, along 
with 2D RPGs... 


Ill must be one of the first candidates after 
the numerous titles from Square. 

Heep on going 

How gamers will react to the overly cute 
nature of Capcom s RPG isn't clear, but the 
vast task ahead of you should last at least 
25 hours - or maybe more if you want to 
see all the bits that you ve missed first time 
round. The usual collection of villages, shops 
and inn/kip centres are here in their cliched 
form, but it's odd that gamers take it for 
granted that these things will be included. 

The storyline is merely an accessory to 
the gameplay, and even if the game does 
sound familiar, it should please fans of Zelda 
and Final Fantasy VII. RPG players will 


will instantly recognise the spinning circular 
menus that appear as items around your 
character. You can also take control of more 
than one character too - just pressing a 
button will toggle between each member 
of your party. The character at the forefront 
of the pack will usually be in charge of the 
battles aided by the other members, Final 
Fantasy VII style. 

Those magic words again: 
Final Fantasy VII. If you've 
acquired said game and 
it's your first real foray into 
RPGs, then Breath of Fire III will 
be a useful guide to how the genre 
used to be before Square's 32-bit epic 
came along. To be fair though, the game 
was released in Japan quite some 
time before they saw Final Fantasy 
VII hit the shelves. This UK release is a 
bit late then, but since Alundra seems 
remarkably similar it would be silly to 
class the game as one of a kind. The 
message is clear: people want RPGs 
on the PlayStation, and quickly. If 
that means raiding the backlog of 
Japanese RPGs and translating 
them for the West, then Breath of Fire 


Before you transform back to 
a human, you are a dragon 


probably welcome the opportunity to indulge 
in a more traditional RPG which has, recently, 
been largely the domain of the Saturn with 
its Working Design RPG conversions. 

Strolling through the game and having 
occasional combat encounters is a trademark 
of games of this ilk, but the icon led combat 
system used here is much more simple than, 
say, Final Fantasy VII or 3D RPGs like the 
dire duo, The Note and Devil's Deception. 
You can opt to defend or attack within 
seconds and although the combat is quite 
regimented, this is also the place where the 
graphical effects come into play. Neat flame 
effects and translucent swirls give the game 
a certain charm which isn't necessarily retro, 
but doesn't scale the greatest heights of 


- 


Attacks are consistently the 
most graphically impressive 
part of the game 
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The Secret of Mana style combat menu pops up when you're involved in a scuffle with 
some local miners. I'd watch out for that pick-axe if I were you 
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The majority of in game characters are well shaded sprites which exude more character 
than your more common polygon models 


the PlayStation's abilities. Tine fact is though, 
you aren't that likely to care about that as 
the quest unfolds: it's mostly down to story 
and gameplay - something that Capcom can 
supply in plentiful doses. 

Playing the game through will actually 
reveal odd Capcom coincidences - when the 
fighting commences the sounds emitted are 
just like Street Fighter 2, with lots of those 
trademark Japanese yelps. Zelda influences 
are clear in the game too, with the turn- 
based combat as close as possible to real¬ 
time combat. Some of the characters bear 
a resemblance to other fellows seen in other 
RPGs. There's the old lady on her farm who 
seems to comprehend absolutely nothing, 


and a magical wizard, caped in a tasteful 
dressing gown that obscures his face. 

Talking to villagers and the assorted 
wanderers is an easy task, with clues being 
fairly obvious. Breath of Fire III is as linear as 
Final Fantasy VII in real terms, and will be 
completed in less time, but that's not really 
the point of buying or playing the game. It's 
a cute, more adventure based title than a 
cinematic soiree. 

Looking back at Konami's Suikoden and 
Vandal Hearts, it's clear that Capcom have 
followed in the same tradition as Konami, 
and this will be great news for all those 
people who still hold on to their SNES for 
the old school series of RPGs. You could 



The Capcom art is distinctly Japanese and has a style not a million brush strokes 
away from beat-'em-ups such as the Darkstatker series and Street Fighter 3 


criticise the game for its slightly backwards 
graphical approach, but having the real-time 
sprites, means that the game feels more 
comfortably interactive than a rendered 
series of screens. 

The puzzles in the game are quite 
formulaic but enjoyable, and confused 
searches for lost items are rare - you'll 
always be helpfully led in such a way 
as not to irritate. Often it appears that 
you have a free rein on the map 
screen with a myriad of things to do, 
but the tasks are regimented and 
you'll find yourself doubling back, 
perhaps once or twice, because you've 
forgotten what you were supposed to 
be doing at the last save point. Breath of 
Fire 111 really does demand constant or at 
least regular play - leave it alone for a few 
days, and unless you're the type of player 
who scribbles down detailed pencil maps 
and makes notes about what to do next 
time you play the game, you'll be at a bit 
of a loss. 

Tine music of Breath of Fire III is (again, 
another familiar trait for Capcom titles ) 
rather good with scene setting ditties placed 
alongside the faster tunes when in combat. 
It's slightly repetitive but very atmospheric - 
the sword twangs and 'chings' are captured 
well too. All things considered, RPG players 
who want a new quest should buy this 
without quibbling because it's one of the 
most fun and appealing adventures after 
Final Fantasy VII. 

We await Alundra and Wild Arms with 
open, er, arms and hope that the PlayStation 
gets UK releases of the new wave of quality 
RPGs. But, in Breath of Fire III, Capcom have 
almost returned to their quaint origins with 
no huge big budget intros or fantastical 
technological wizardry. As we said before, it's 
all down to gameplay and story telling, and 
Breath of Fire 3 has both in abundance, in a 
very pleasing combination. RiCtiartJ 



sms... 

Until recently 1 had no love 
for RPGs, but after playing 
FFVII for some 80 hours, l 
became a fan. Breath Of Fire III 
is very similar to FFVII in all 
gameplay aspects, right down 
to the same character menus. 
However, this game lacks the 
graphical flare and sheer 
addictiveness of FFVII. You 
don't get the same '111 just do 
this bit. .. and this bit too 
before 1 finish' feeling. You 
can't put your finger on it, but 
whatever it is Breath Of Fire III 
doesn't have it. Overall, 

Breath Of Fire III is a good 
filler-inner until FFVIH..A 
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An old school RPG with gameplay 
that's still fresh 

Publisher: 

Ocean 

Price: 

£39.99 

Developer: 

Capcom 

Released: 

Dune 

Players: 

One 

Game type: 

RPG 
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A competitor has arrived to take on the 
new, improved Cool Boarders 2 and the 
rest of the recent slew of snow-themed 
titles. We grab the luminous jacketed 
fellow and his board, and tell him to, er 
Chill. Sorry... 



When a stunt is performed the camera will pan out and your boarder will suddenly 
look much smaller. This is sometimes a bit of a problem but it's a minor quibble 


CHILLED 

our 


The oh so slick cast of characters in 
Chill wear a startling array of shades, 
and have different abilities and 
fashion senses. Like Cool Boarders, 
then, except the players do look 
human. Almost... 



Shades 1 — minimal, jet black 



Shades Z — your local engineer 



Shades 3 - beauty sleep shades 



Shades 4 — the Silver Surfer 



nowboarders have had 
enough of a slagging in 
this mag from me, so I'm 
not going to make any jibes about their 
clothing or vocabulary. But, as it turns out, 1 
don't think I'll have to, because Eidos' new 
hope doesn't follow Cool Boarders 2 to such 
an extent as to mimic its fashion sense and 
'wicked' music. No, Chill is a far more down- 
to-earth snowboarding game than any of 
the previous efforts on the PlayStation. It 
doesn't take itself that seriously for a start, 
which is definitely a good thing. 

When you start the game, you'll see 
the rendered characters jump about to a 





V* 


rap-led intro, joined by some obligatory FMV 
dips of boarders swinging their thing. Venture 
to the title screen and you'll see that there 
are three main tracks, termed Forest, Winter 
Sports and Village. The alarm bells should 
begin to ring at this stage, because the original 
Cool Boarders had the same amount at 
first - with one hidden course. Three tracks 


is the real delight of this type of game. 
Holding down X makes you crouch and starts 
acting as a jump charge but the trouble is, 
height can't really be attained on flat land, 
so you have to jump before falls to get any 
decent height. Stunts done just on the spur 
of the moment need buttons to be held 
before you leap and the stunts can be a bit 


Plumping Far me turn ter sports 
course, gen’ll see Chill is sctusiig 
guite inuentiue, as the lengths 
trail Features a bobsleigh season, 
as men as a heir-pipe scene 


wasn't a great deal and was one of the 
reasons why Cool Boarders 2 was such a 
step above the original. 

Plumping for the curiously titled Winter 
Sports course, you'll see that the game is 
actually quite inventive, as the lengthy trail 
features a bobsleigh-style section, as well 
as a half-pipe scene. In this section you can 
reach some truly unfeasible heights, which 
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underwhelming at times. The stunt names 
were often bizarre but we were suitably 
amazed at terms like 'Chicken Salad' and 
'Bonk' - which are enough to make even 
the most jaded gamer smirk slyly. 

The relatively simple gameplay of Chill 
does change from course to course - after 
finishing one particular course, your boarder 
slides straight off the side of a cliff and pulls 
out a parachute, in Dames Bond style. The 
top-down view you get when trying to land 
is just like the Nintendo title, Pilot Wings 
and is a brilliant addition to the stunts 
and races on the course. It smacks of real 
invention, to be honest and such added 
elements are always welcome in the ever- 
similar band of snowboarding games. 

You may have noticed the graphics are, 
for the most part, rather better than Cool 



If a stunt is flawed on you make an uneven landing, you'll begin to wobble — if you're 
approaching a jump, this could waste valuable seconds and stunt potential 


Low stunts like this will never work, as 
you'll tumble over 
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Falling over is common — but 
recovering is a genuine skill 



The air sections focus on the 
boarder rather than the course 


DUM 

nan oi>a<i>ah 

The half-pipe section is very 
dangerous for the inexperienced 



Events which aren't connected to snowboarding make regular appearances in Chill- trees tumble, boulders fall and a crude looking 
yeti legs it across a certain course. We liked all this oddness well enough, but must confess to being genuinely excited when a parachute 
popped out of our boarder after he dived and caught some, er, wicked air. So to speak. If you're a snowboarder... Damn, 1 knew 
1 couldn't go through the whole review without doing it! 



be a bit unfair to directly compare it to a 
game which is evidently dedicated to the 
sport, if Chill could've managed to keep the 
gameplay as responsive, it would perhaps 
have offered the gamer something more 
widely appealing. 

Of course, that doesn't mean to say that 
you won't still prefer the game to Cool 
Boarders 2, because it is well presented 
and has smooth graphics but, in the end, 
it comes down to gameplay - and that's 
something Cool Boarders 2 has more of, 
and of a higher quality. 

A close call, then but one that could 
easily be seen as an admirable second best. 
The two player mode is fairly good, with 
little speed loss but some pop-up - which is 
present in the one player game anyway. 

We were all hoping that Chill would 
become the PlayStation's definitive new 
snowboarder but where Cool Boarders 2 
opted for raw gameplay, the developers 
Silicon Dreams have gone for looks, which 
aren't a viable substitute for gameplay in 
the end RiCtiarO 


The night courses feature some 
very atmospheric backgrounds 
and er, snowmen as well, who 
act as obstacles 


Some truly epic heights can be scaled with the use of the half-pipe section but stunt 
button combinations need to be depressed before catching air - which is 'wicked' 


Boarders 2 and that the boarders do look 
pretty realistic. The motion capture is quite 
adequate and this makes all the difference 
when performing stunts. The actual feel of 
snowboarding is also there, alright, but it's 
just a shame that as a sort of pay-off for 


are both enjoyable and odd. A series of 
trees to the left and right of a central lane 
will begin to fall as soon as you pass, which 
means that you need to swerve left and 
right like a mad thing. Boulders fall too and 
after prolonged play, you'll spot new things 



after Finishing one particular 
course, gout hoarser slices 
straight err the sice ere eiirrans 
pulls out a parachute, James 
eons stgie 


the good looking snow, we have to put up 
with minor defects like scenery disappearing 
and the ground suddenly, becoming just as 
see-through as Casper the friendly ghost. 

The three main courses have random 
events which, like the parachute section, 


which help keep interest high. It's all very 
Nintendo-esque in terms of these inventive 
gameplay elements but the core gameplay 
- which benefits from use of an analogue 
pad - somehow doesn't quite have the 
appeal of Cool Boarders. Whilst it might 



The Burton sponsorship is another similarity with Cool Boarders 2 but here the choice 
is much more varied and should excite boarding buffs 



The leggy duo of Chill pose with folded 
arms, minus boards 
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Publisher: 


Eidos 


Players: 


Silic on Dreams 
1-2 


Better than the original Cool Boarders 
but savaged by its recent sequel 


Price: 

£44.99 

Released: 

March 

Game type: 

Snowboard Sim 
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With the Myst slowly clearing, we once 
again find ourselves confronted with 
further quirky puzzles and surreal 
plotting, in the huge PC conversion, 
point and click adventure that is Riven 



A distant view of the cove gives the player a real indication of what splendour is yet 
to come, as well as providing some of the most detailed in-game screens to grace 
the PlayStation so far 



The contents of the bedside table 
will reveal far more than first 
meets the eye 



Explore the many weird and 
wonderful locations 



Strange temples are brought to 
life by the dreamy quality of the 
lovely graphics 



The puzzles are many and varied 
— keep your brain handy 


efore we begin dealing 
with Acclaim's Riven, we 
must take a moment to 
acknowledge its predecessor, Myst. It took 
the world by storm with its mix of simple and 
intuitive point and click interface and the kind 
of graphical quality that most people only 
dreamt of. The sedately paced adventure 
was created from a series of static - albeit 
stunning - rendered images. 

With originality on its side, Myst went 
on to achieve tremendous success, particularly 
within the confines of the PC market. Quite 
undeterred by the possible taste differences 
between the two home games markets, 
Psygnosis then released a rather impressive 
PlayStation version, which has acquired a 


minor cult following. Myst did have its down 
points though - like a distinct lack of serious 
animation or FMV. 

The puzzles however, were definitely 
not lacking, some even said that it was too 
hard, or too cryptic. Its sequel, Riven has 


none of these drawbacks - the game is 
positively stuffed with wonderful motion 
and realistic images. The designers have 
approached the puzzle aspect with a gentle 
learning curve in mind too, that is to say, 


the problems are easier at the beginning 
and increase in complexity as the adventure 
progresses - which is as it should be. 

Riven is in fact what the creators had 
intended Myst to resemble, but didn't have 
the resources to do the idea justice at the 


time - this time round the Cyan team have 
a far more illustrious set-up. It is just a mite 
bigger than its predecessor - spanning a 
vast five PSX disks - so prepare yourself for 
a strangely immersive and bizarre experience. 
Although it's not necessary to have completed 
Myst, or even to have played it, it does help 
a little, as Riven begins where the other 
left off. 



The game starts off with the player lost, 
somewhere on the islands of Riven. So, 
armed only with your wits and intelligence, 
you embark on a journey of discovery. The 
game begins with some impressive FMV, 
detailing the exploits of Atrus, an author 
who, by a series of events (detailed in the 
climax of the original) ended up trapped 
inside a book, writing his notes. He then 
gives you the low-down on the situation, 
his fear for his wife Catherine, and the fact 
that the islands are unstable. 

Unfortunately Atrus also has another 
problem - his father, Gehn. Like his son, 



The huge amount of detail displayed on 
a single screen is staggering 



Minor animation is used to bring some areas to life, including the use of light flicker 
and motion on the surface of the water 


RvenspansauastRuePSHtKsHs ... 
prepare yourself For a strangely 
immersiue ana bizarre euperienee 
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To achieve the sense of depth and proportion created in the all-important visuals of Riven, each 
static area is first constructed from 3D wireframes before the rendering process begins 




Some of the internal areas are extremely dark and sombre in tone, with the prison 
sections being very bleak 


Gehn has the power of The Art, which can 
be used to create worlds like Riven - but 
also to tear them apart. At this time, Gehn 
is trapped inside a book but it's only a matter 
of time before he can free himself.. 

The island of Riven is totally unique, 
as is the game, from the lavish scenery to 
the amazing, not to mention downright 
crazy inventions dotted around the place. 
The atmospheric, minimalist score and sound 
effects add to the bizarre world that opens 
up before you. 

Breaking up the gameplay are a number 
of fast moving chase sequences, where 
the player can hitch a ride on a tiny little 
brass train-like vehicle, gently clattering 
across points and around rocks - on the sea 
bed! Or,if you prefer the more traditional 
Indiana Tones' territory, take a quick spin 
in a rickety old mine cart, which at one point 
even dives into the sea through a water-slide 
type tunnel. 

The increasingly complex puzzles still 
remain the central basis for the structure 
of the game. Unlike in Myst though, the 



Is that a helicopter? In that case it might 
be a way off the island 


developers have removed the bafflingly 
subtle clues, which more often than not had 
the most determined of players reaching for 
a solution. 

eucessiue 

difficulty 

All of the items and locations that you are 
likely to come across - however small or 
insignificant seeming - will hold some clue 
or hidden purpose, giving the game a more 
progressive level of entertainment. When 
the game begins, the player will be entirely 
at a loss. With no knowledge of what to do 
and where to go and with a little wandering 
and blind luck, the pieces of the puzzle will 
slowly fall into place. As Riven begins to 
unfold, so will the players knowledge increase 
and thus the level of immersion. 

Sadly, due yet again to the rather slow 
pace and general lack of action in Riven, 
many PlayStation owners will be instantly 
put off and will return to the thrills and 
excitement that are commonplace in most 
PSX games. 



The lights are definitely on, but I wonder 
if anyone's home... 




The quality of the rendered visuals is at times quite stunning, with the use of 
atmospheric fighting really setting the mood 


The photo realistic backgrounds are again 
impressive but the simple blurring from one 
frame to the next does remove rather a lot 
of the surface gloss. The control method is 
also a little annoying, with the on screen cursor 
at times adopting a life of its own. Unlike its 
PC counterpart the PSX version is also rather 
sluggish, with a noticeable reduction in the 
speed and quality of the visuals. 

The world of Riven is immense, with a 
depth of thought available to challenge the 
most hardened gamer, but we were left 
pondering the size of market for such a game. 
A most enjoyable work of imagination and 
creativity, that will capture the minds of the 
few, but baffle the rest. James 


Some island areas are highly 
reminiscent of Myst, but benefit 
from greater detail 





H Hours | Days 
£ Weeks Months 


I An ir| triguing concept that is well 

I ri 1 I / / conceived, if a little obscure 

Publisher: _ Acclaim Price: _ £39.99 

Developer: _ Cyan Released: _ March 

Players: _ One Game type: _ Point-and-Click 
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nmu man-Haas 
Racing^^^M 


After the success of their forays into 
Formula One motor racing, Psygnosis 
turn their attentions Stateside with the 
Indy Car racer, Newman Haas Racing 


irst impressions can often 
be very deceptive - one 
should remember to never 


Something you don't often see in racing games is a full pit crew to work on your car 
when you need them most. As always, time is of essence to stay in the race 






described as a mix of styles, with action 
and simulation in one. 

Keen followers of Indy Car will be well 
catered for by the huge amount of options, 
which allow for the refinement of both car 
handling and driving conditions. The level of 
depth here is unsurprising when you consider 
that the game was developed with the full 
co-operation of the Newman Haas racing 
team (incidentally the Newman half of the 
partnership is none other than Hollywood 
star, Paul Newman). 


Newman Haa s' impressive vehicles can 
only truly be appreciated when viewed 
in close up 


dismiss anything after only a single encounter. 
These wise words should be heeded by all, 
and particular attention should be paid to 
them by the all too fickle members of stafF 
that fill the corridors of the Rapide Towers. 
When a new title graces the console offices, 
the various magazine teams gather to pass 
judgement on the game's merits or (more 
often than not) the lack of 
them. In most cases after 
a few hours of 
play, most of 
the games 


will begin to show their true colours, as is 
the case here - the almost instant dismissal 
of Psygnosis' new racer, Newman Haas 
Racing, as yet another Formula One rip off, 
couldn't be further from the truth. 

Newman Hass, unlike any of Psygnosis' 
previous motor sports titles, takes its basis 
from the hugely popular US re-tinkering 
of Formula One, Indy Car Racing. Though 
well respected, the lack of overall thrills in 
FI has long alienated it from the American 
audience. Indy Car, however, is raced on 
much wider tracks, allowing for far more 
overtaking - which actually does go some 
way to explaining the appeal of this US 
translation. Unlike 
Formula One and 
its recent sequel, 
Newman Haas is 
actually pure 
simulation - 
which will 
no doubt 


inspire many 
groans of sad 
disapproval from 
the arcade fraternity - 
yet its gameplay is better 


jjjpjrmvenng 

Newman Hass offers sixteen top ranking 
drivers and eleven licensed tracks, each of 
which has been faithfully reproduced to keep 
the levels of realism high. Sadly Murray 
Walker's blissfully insane commentary has 
been replaced here by a couple of bickering 
American chaps, but when in Rome... 

The course design has allowed for a 
distinct increase in the level of excitement 
for the player - all too often when playing 
FI, we've found ourselves simply trailing 
the leader, waiting for that elusive overtaking 
opportunity. With the grass verges spelling 



The 'from behind' viewpoint has to be 
the most impressive in terms of its 
graphical quality 
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Total PlayStation's selection of the best, most skid-marked tracks that Newman Haas has on offer. 



Name: Laguna Seca Raceway 
Location: Monterey, California 
Length: 2.24 miles 
Laps: 84 



Name: Long Beach 
Location: California 
Length: 1.59 miles 
Laps: 105 



Name: Portland Raceway 
Location: Oregon 
Length: 1.91 miles 
Laps: 98 



Name: Surfer's Paradise 
Location: Australia 
Length: 2.795 miles 
Laps: 65 



Name: Toronto 
Location: Ontario, Canada 
Length: 1.78 miles 
Laps: 98 


instant wipe-out and the track too-narrow to 
simply pass, frustration soon kicks in. In 
contrast, obtaining the lead is relatively easy 
here, using a simply mixture of careful 
planning and handling - not to mention a 
number of dirty tactics. Having overtaken 
your rival, a quick nudge of your back wheel 
to his front end will send him spinning off the 
trade, with only a minor loss to your speed. 

For some unknown reason, when a 
little touch of metal bending kicks in, the 
game camera briefly adopts a 'helicopter' 
viewpoint over the carnage before returning 
to the default view. This is both distracting 
and very annoying but is, after all, only a 
minor compliant. 

On the subject of crashes, all vehicles, 
including your competitors, will suffer from 
real time damage, which will naturally effect 
your performance and result in a visit to the 
motion captured pit-stop. Each track is also 
noticeably individual, not just in terms of 
background scenery but in structure. Indy 
Car makes use of a number of oval tracks, 
which provide a pleasant change of pace, 
allowing massive speeds to be achieved 
and some daredevil driving techniques to 
be employed. 

The driver can also make use of the track- 
side boundaries; venturing off course to shave 
off a few seconds by remaining in an almost 
straight line, the player will encounter little 
loss of traction - an option that was quite 
unobtainable in FI. 

As one would imagine, since players 
are sat behind the business end of a high 
power vehicle, the game's frame rate is just 
stunning. Particular mention must go to the 
internal viewpoint, which removes a third of 
the screen with the cockpit display and allows 
the speed to reach almost unplayable levels. 



Incidental effects — such as smoking 
tyres and spray in wet weather — 
increase the level of realism 


coal HanaLuhe 

Having gained enough experience to venture 
beyond the single race mode, you'll be able 
embark upon a full season of Indy Car. After 
selecting your driver, honing your vehicle, 
choosing your difficulty level and steadying 
your nerves, the race begins... well, sort of 

Before taking to the grid the player is 
given three options: practice, a qualify race 
(achieving the best overall time to gain your 
position on the starting grid) and finally race. 
Almost every key factor to each race can be 
altered to the player's desire. Those wanting 
the full racing experience will be able to race 
the correct number of laps on each track, 
which average around the mid 80s, and will 
thus require a huge lump of free time. 

If you manage to get the winning wreath 
fixed firmly around your neck, you will be 
rewarded with a further four tracks. These 
courses are fictitious and have allowed the 
developers to go a little over the top with the 
design, adding a further depth to the already 
substantial lifespan. Having completed the 
additional tracks, the player can then engage 
a friend in a battle to the death of screaming 
tires and twisted metal, with only a minor 
loss of speed. 



The ridiculously fast internal viewpoint 
increases the frame rate to very high 
levels indeed! 


Pitting two inexperienced players against 
each other is the best recipe for some 
entertaining crashes 

Sadly the game has inherited many of 
the fundamental flaws of the motor sports 
genre: no matter how fast the frame rate or 
pleasant the graphics, a console racing sim 
will always have a lesser appeal than its 
arcade cousin. Additionally, the limitations 
of realism reduce the overblown thrills and 
'pick up and play' entertainment value. Those 
gamers who have the time to devote to the 
game will be well rewarded but those seeking 
an instant kick best look elsewhere. 

Newman Haas Fiacing is a highly 
enjoyable and fast paced racer, that offers 
a more enjoyable romp than its Formula 
One counterparts. James 



sms... 

The FI engine is instantly 
recognisable - albeit without 
all of the familiar teams and 
drivers. However this title 
actually has the edge in 
terms of adrenaline-fuelled 
playability. The nature of the 
sport - with its tracks less 
demanding than those on 
the FI circuit results in far 
more pedal-to-the-metal, 
high-speed action and less 
emphasis on gear control 
through those infuriating 
chicanes. A fine game, made 
even better if you follow the 
real thing 
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| Hours H Days 
Weeks Months 





Amongst the various camera angles, 
you'll find the unplayable but visually 
stunning TV cam 


The crash cam may well look pretty 
spectacular but is highly annoying 
during play 


l 

Publisher: Psygnosis 

1 A perfect blend of simulation and 
arcade racing thrills 

Price: £39.99 

Developer: Studio 33 

Released: March 

Players: 1-2 

Game type: Racing 
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PLAYSTATION 


INCLUDES 
2 JOY PADS & 

I MEMORY CARD 

LL MACHINES ARE FULLY 
GUARANTEED FOR I YEAR 


IF YOUR MACHINE IS FAULTY WE WILL COLLECT IT 
FROM YOU AND REPLACE IT FREE OF CHARGE 




FAST DELIVERY 
SERVICE 

Usually within 3 
working days for games 
and accessories in stock. 

POSTAGE FREE FOR U.K. 



01 993 844885 

EXCITEMENT 
' DIRECT 

[ ORDERS TO 01993 846750 y 



BUSHIDO BLADE 
ONLY 
£29.99 



DIE HARD TRILOGY 
AND PREDATOR GUN 
ONLY £28.99 



DEATHTRAP DUNGEOI 
ONLY £35.99 

(Buy a 1Mb Mamory card at tha 
same tlma for |mt £7.99) 



3 DECATHLON 31.99 

ACE COMBAT 2 29.99 

ACTUA GOLF 2 28.99 

ACTUA HOCKEY 33 99 

ACTUA SOCCER 2 30.99 

ADIDAS 2 32.99 

ADIDAS POWER SOCCER 18 99 

AGENT ARMSTRONG 29 99 

AIR COMBAT 17.99 

AIR RACE 29 99 

ALIEN TRILOGY 18.99 

ALUNDRA CALL 

APOCALYPSE 32.99 

AREA 51 29 99 

AREA 51 & PREDATOR GUN 39 99 

ARMS RACE 31.99 

ASSAULT CALL 

AUTO DESTRUCT 32.99 

BATMAN & ROBIN 32.99 

BLASTO CALL 

BLOODY ROAR 37.99 

BRAHMA FORCE 

ASSAULT ON BELTLOGGER 9 33 99 

BROKEN HELIX 34.99 

BROKEN SWORD 2 29.99 

BUGGY 30.99 

BUGRIDERS 27 99 

BUSHIDO BLADE CALL 

BURNING ROAD 25 99 

BUST A MOVE 2 17 99 

BUST A MOVE 3 24.99 

CAESAR’S PALACE 30 99 

CASTLEVANIA 34.99 

CHILL 36.99 

CIRCUIT BREAKERS CALL 

CLAYFIGHTER EXTREME CALL 

CLOSCKTOWER 33.99 

COLONY WARS 35.99 

CONSTRUCTOR 32.99 

COOL BOARDERS 2 36 99 

COMMAND & CONQUER 33.99 

COMM & CONQ RED ALERT 34 99 

CONTRA 18.99 

COURIER CRISIS 29 99 

CRASH BANDICOOT 18 99 

CRASH BANDICOOT 2 34.99 

CRITICAL DEPTH 28 99 

CROC 32 99 

CULT STATUS 33 99 

DARK FORCES 29 99 

DARKLIGHT CONFLICT 13 99 

DARK OMEN: WARHAMMER 2 CALL 

DEADBALL ZONE 2 CALL 

DEADLY SKIES 35.99 

DEATHTRAP DUNGEON 35.99 

DESCENT 2 16.99 

DESTRUCTION DERBY 17.99 

DESTRUCTION DERBY 2 33.99 

DIABLO 34.99 

.DIE HARD TRILOGY 17 99 


DIE HARD TRI. & PREDATOR GUN 29 99 
DISCWORLD 2 34 99 

DREAMS 33 99 

DUAL FORCE 33.99 

DUKE NUKEM 3199 

DUNGEON KEEPER 36.99 

DYNASTY WARRIORS 29 99 

ELEVENTH HOUR 35.99 

EPIDEMIC 32 99 

EXPLOSIVE RACING 30.99 

FI POWERBOAT CALL 

FADE TO BLACK 17.99 

FASTBREAK 98 CALL 

FATAL FURY 29 99 

FELONY 11-79 29 99 

FIFA: ROAD TO THE WORLD CUP 32 99 
FIFTH ELEMENT CALL 

FIGHTERS IMPACT CALL 

FIGHTING FORCE 

at FREE IMS MEMORY CARD 2t.tf 

FINAL FANTASY VII 36 99 

FORMULA I 97 38 99 

FORMULA KARTS SPECIAL EDITION27 99 
FORSAKEN 33 99 

FROGGER 30 99 

G POLICE 35.99 

GEX 2: RETURN OF THE GECKO CALL 
GRAND THEFT AUTO 33 99 

HARDCORE 4X4 18 99 

HERC’S ADVENTURE 29.99 

HERCULES 34 99 

INDEPENDENCE DAY 33.99 

INDY 500 33.99 

I NT MOTOR X 33 99 

INT. S’STAR PRO 34.99 

INT TRACK & FIELD I 7 99 

JACK NICKLAUS 32 99 

JERSEY DEVIL 29 99 

J.JOHNSON AMER FOOTBALL CALL 

JONAH LOMU RUGBY 30 99 

JUDGE DREDD 3199 

JURASSIC PARK 2: LOST WORLD 28 99 

K I ARENA FIGHTERS 28 99 

KURUSHI 25.99 

LEGACY OF KAIN 24.99 

LETHAL ENFORCERS l& 2 27 99 

LITTLE BIG ADVENTURE I 2 99 

LUNATIK CALL 

MACE 35 99 

MADDEN 98 33 99 

MAGIC THE GATHERING 33 99 

MARVEL SUPER HEROES 29.99 

MASS DESTRUCTION 22.99 

MASTERS OF TERA KASI CALL 

MATCH DAY 3 35.99 

MAXIMUM FORCE 28.99 

MDK 29.99 

MEN IN BLACK 3199 

METAL GEAR SOLID 34.99 

MICRO MACHINES 3 18.99 


MIDNIGHT RUN CALL 

MONKEY HERO CALL 

MONOPOLY 34 99 

MORTAL KOMBAT MYTHOLOGIES 28 99 
MORTAL KOMBAT TRILOGY 26 99 

MOTO RACER 32.99 

N20 31 99 

NASCAR 98 32.99 

NBA FASTBREAK 32.99 

NBA INTHE ZONE 2 36 99 

NBA LIVE 98 32.99 

NEED FOR SPEED 3 34 99 

NEWMAN HAAS RACING CALL 

NHL 98 33 99 

NHL BREAKAWAY 98 32.99 

NHL OPEN ICE 31.99 

NHL POWERPLAY 17 99 

NIGHTMARE CREATURES 29 99 

NUCLEAR STRIKE 29 99 

ODDWORLD: ABE’S ODDYSEE 28 99 

ONE CALL 

OPEN ICE CALL 

OVERBOARD 19 99 

PANDEMONIUM 2 34 99 

PARAPPA THE RAPPER 25 99 

PAX CORPUS 32 99 

PEAK PERFORMANCE 33 99 

PITFALL 3D CALL 

PGA TOUR GOLF 98 32 99 

POPULOUSTHE 3RD COMING 32 99 

PORSCHE CHALLENGE 18 99 

POWERMOVE PRO 37 99 

PREMIER MANAGER 98 30 99 

QUARTERBACK CLUB 98 32 99 

QUEST FOR FAME 3 I 99 

RAGE RACER 22.99 

RALLY CROSS 29 99 

RAMPAGE WORLD TOUR 28 99 

RAPID RACER 31.99 

RASCAL 34 99 

RAW PURSUIT 34.99 

RAYMAN 17.99 

REBOOT 32.99 

RED ASSAULT CALL 

RELOADED 18 99 

RESIDENT EVIL DIRECTOR’S CUT 27 99 
RESIDENT EVIL 2 37.99 

RETURN FIRE 2199 

RIDGE RACER 18 99 

RIOT 17.99 

RISK 34.99 

ROAD RAGE 33 99 

ROAD RASH 17 99 

ROAD RASH 3D 32 99 

ROCK AND ROLL RACING 2 28 99 

SAN FRANCISCO RUSH 3199 

SCREAMER 2 34.99 

SENTIENT 34.99 

SHADOW MASTER 34.99 

SHADOW WARRIOR 36.99 


SKULL MONKEYS 33.99 

SNOW RACER 35 99 

SOCCER 97 32.99 

SOUL BLADE 22.99 

SOVIET STRIKE 17 99 

SPAWN CALL 

SPEEDSTER 32.99 

SPOT GOES TO HOLLYWOOD I 7 99 

STAR FIGHTER 3000 17.99 

STEEL REIGN 29 99 

STREET FIGHTER COLLECTION 33 99 
STREET FIGHTER EX PLUS 3 I 99 

SUIKODEN 33.99 

SUPER PUZZLE FIGHTER 2 24 99 

SYNDICATE WARS 29 99 

TEKKEN 1799 

TEKKEN 2 38 99 

TENNIS 32 99 

TEST DRIVE OFF ROAD 27 99 

TETRIS 28 99 

THEME HOSPITAL 33.99 

TIME CRISIS & GUN 49 99 

TIME SHOCK PINBALL 30.99 

TOC A TOURING CARS 32.99 

TOMB RAIDER 17 99 

TOMB RAIDER 2 33 99 

TOMORROW NEVER DIES CALL 

TOSHINDEN 3 25 99 

TOTAL DRIVIN 29 99 

TRANSPORT TYCOON 22.99 

TRANSPORT TYCOON & MOUSE 39.99 
TREASURES OF THE DEEP CALL 

UEFA 35.99 

ULTIMATE RESPONSE 34 99 

VANDAL HEARTS 33 99 

VIPER 34.99 

VR POOL 19 99 

V RALLY 35.99 

VS 3199 

V TENNIS 30 99 

WAR CRAFT 2 28.99 

WAR GAMES CALL 

WARZONE 2100 CALL 

WAYNE GRETSKY‘98 32.99 

WCW NITRO 31.99 

WCW VS THE WORLD 32.99 

WING COMMANDER IV 24 99 

WING OVER 34.99 

WIPEOUT 2097 18 99 

WORLD LEAGUE BASKETBALL CALL 
XCOM ENEMY UNKNOWN 24 99 

X FILES 34 99 

X MEN 32 99 

XENOCRACY 34 99 

Z 37.99 


PlayStation Wheels 


With programmable stick shift and racing 
pedals. Works on N64, PSX & Saturn 
£59.99. Free 8 button controller when 
you buy aTop Drive Steering Wheel. 



VRFI ARCADE 
STEERING WHEEL 

Analogue wheel with 
programmable buttons for the 
ultimate driving simulation 

£37.99 (or with pedals £52.99) 





V3 RACING WHEEL 

300 wheel rotation, adjustable wheel 
positioning, unique table-top or under-leg 
mounting option. Programmable fire 
buttons and separate analogue foot pedals. 

£66.99 

(or £63.99 if bought with any game) 


MAP KATZ 
STEERING WHEEL 

WITH PEDALS. 

True analogue steering, accelerator 
and brake. Memory card slot 

V £55.99 




PlayStation Light Guns 


Recoil feature with machine gun action 
special weapon button, switchable auto 
reload & auto-fire. Now in camouflage colours 

ONLY £22.99 

Ti 
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PREDATOR LIGHT GUN 

3 speed auto-fire, bullet auto-load, 
pre-set number of bullets, LED lights 

ONLY £13.99 

THE PROTECTOR 

Ammunition reload, precision 
light sensor for targetting accuracy, special 
weapons, launch button, independent auto-fire 

ONLY £12.99 




r 


HYPER BLASTER GUN 

Made by Konami and officially endorsed by Sony. 
Pixel perfect accuracy with bomb button 

ONLY £23.99 


THE REAL ARCADE LIGHT GUN 

State of the Art light gun. 

Adds another dimension to shooting games. 

ONLY £34.99 


PlayStation Control Pads 


8 BUTTON 
CONTROLLER 

Available in various 
colours or Red, Green, 
Blue,Yellow, Clear, Clear 
Yellow, Clear Green or 
Clear Blue - £9 99 
HYPER DUO 
(various colours): 
Hyper Pad & I MB 
Memory Card £18.99 


PROGRAM PAD 

Crystal clear design, 10 programmable 
fire buttons, dynamic non volatile memory 
stores settings even when switched off, 
auto-fire and slow motion ONLY £21.99 



L PS DOMINATOR joystick 

8 fire buttons, hat switch control, 
k digital and analogue modes select, 

F ^ auto-fire and slow motion with 
^ “ LED display panel £23.99 


ALPS INTERACTIVE GAMEPAD 

Ever feel like driving a Porsche? This 
gamepad offers you the power, 
performance and handling. It's sleek, ultra-* 
smooth and has a great feel. It’s a high-tech, finely-tuned 
and tested controller designed by professional game 

r £27.99 


players.This is the ultimate controller 



BARRACUDA 


a 


GLOW INTHE 
DARK PAD - 
NEW £10.99 


This 4-Axis dual analogue 
controller will raise gameplay to 
new heights. Works with every 
game. Programmable buttons, 
slow motion and auto fire £25.99 


. .V 



INFRA RED JOYPAD SYSTEM 

Includes two 8 button 
joypads and a receiver. Range up 
to 18 metres £27.99 




CHALLENGER PRO PAD 

N64, PSX + Saturn twin analogue 9 ' 

sticks. Slow motion, auto-fire, ^ 
programmable keys, Rumble Pak 
compatible. 





SONY SHOCK 
ANALOGUE JOYPAD 

Includes analogue thumb 
controls and rumble effect 
£CALL 


OFFICIAL 
SONY JOYPAD 
-£13.99 

a LOGIC 3 - CONTROL 

STATION PAD 

8 fire buttons with auto-fire 

- ONLY £11.99 

FLIGHT FORCE PRO ANALOGUE 
JOYSTICK AND THROTTLE £39.99 
NEGCON JOYPAD Pad twists in the middle 
to give the sensation of a steering wheel £42.99 


9am to 8pm Monday - Friday * 10am to 7pm Saturday • I lam to 4pm Sunday & Bank Holidays 


ITEM 


NAME: 

ADDRESS: 


POSTCODE:. 


TEL: 


SIGNATURE: 


POSTAL ORDER □ CARD □ 


POSTAGE IS FREE FOR ALL 
ORDERS SHIPPED WITHINTHE 
UK. OVERSEAS POSTAGE £2.50 
PER SOFTWARE ITEM 


CARD NUMBER \^_ 


EXPIRY DATE □ □ □ □ ISSUE NO. □ □ (Switch Only) 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE 
CHEQUE PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OX I 8 3XZ 

INEVITABLY SOME ITEMS MAY NOT YET BE AVAILABLE. PLEASE PHONE TO CHECK AVAILABILITY. PRICES CORRECT ATTIME OF GOING TO PRESS. E & OE. EXCITEMENT DIRECT LIMITED. 
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US Playstation Games 


BUSHIDO BLADE 


40.99 

42.99 
42.99 


COMMAND AND CONQUER: RED 

COOL BOARDERS 2 . 

COURIER CRISIS.40 99 

CRASH BANDICOOT 2 .42.99 

CROC.40.99 


DYNASTY WARRIORS .40.99 

FANTASTIC 4.37.99 

FELONY 11-79.42.99 

FIFA: ROAD TO WORLD CUP 98 .42.99 

FINAL FANTASY VII .42 99 

FORMULA I 97 .39.99 

FORSAKEN.42.99 

G-POLICE .42.99 

HERCULES .42.99 

HERC'S ADVENTURE 39.99 

JERSEY DEVIL .42.99 


MAGICTHE GATHERING .40.99 

MARVEL SUPER HEROES.40.99 

mlb 98 . 40.99 

NASCAR 98.42.99 

NFL GAMEDAY 98 .40.99 

NFL QB CLUB 98 .40.99 

NAGANO WINTER OLYMPICS 41 99 

NUCLEAR STRIKE.40 99 

ODDWORLD INHABITANT.42.99 

PERFECT WEAPON.43.99 

RESIDENT EVIL 2 . 44.99 

RESIDENT EVIL omtctcxrs cut . 42.99 

ROAD RASH 3D . 42.99 

SAGA FRONTIER .. T^HHUzZ. .42.99 

THEME HOSPITAL.42.99 

TIME CRISIS.42.99 


UURASSIC PARK 2 


409' 


TOSHINDEN 3 . 
WARCRAFT 2 
WILD ARMS 


EE 


. 40 99 


Other accessories 


INTERACTOR. FEEL THE FORCE - 
• This bach pack enables you to experience the blows, kicks and expl 

"" . N64 & PSX Compatible 

i OFFICIAL SONY I MB MEMORY CARD 
, MEMORY CARD - 15 SLOT (I MB) 

MEMORY CARD - 120 SLOT (8 MB) 
a MEMORY CARD - 360 SLOT (24 MB) 

MEMORY CARD - 720 SLOT (48 MB) 

STICKER KITS - covers PlayStation with england flag 
DATEL ACTION REPLAY - 100s of built in cheats. Blast open the biggest ai 
Add, store and delete more cheats 

COMBAT CHAMPION - Cheats card for Fighting games 
RACING CHAMPION - Cheats card for racing games 
TOMB RAIDER 2 STRATEGY BOOK 
RESIDENT EVIL 2 BOOK 

NAMCO GUNCON ADAPTOR 

Enables you to use any gun with Namcu games 

STEREO SCART CABLE 

RGB SCART CABLE 
LINK CABLE 
S.VIDEO CABLE 

SCART LEAD WITH STEREO AUDIO 
JOYPAD EXTENSION CABLE 
R F UNIT 

PLAYSTATION CLEANING KIT 
SONY MOUSE AND MAT 
SONY MULTI-TAP - UP TO 8 PLAYERS 
GAME KILLER CHEATS 
.MULTI-CASE 



£24.99 

£14.99 

£10.99 

£17.99 

£24.99 

£29.99 

£9.99 

8 £38.99 
£17.99 
£17.99 
£9.99 
£9.99 

£13.99 

£9.99 
£8.99 
£7.99 
£8.99 
£9.99 
£8.99 
£14.99 
£11.99 
£19.99 
£26.99 
£21.99 7 

£21.93/ 


/SLRSTCORM 

£34.99 

EXTREME G 

£38.99 

FIGHTERS DESTINY 

£45.99 

TORO* DINOSAUR HUNTER 

£35.99 

VWCWviMWO 

£44.99 



PRICES ARE SUBJECT TO CHANGE. PLEASE THEREFORE PHONE TO CONFIRM THE CURRENT PRICE. 





























































































































solution 


IGUGLG 

_ fi ll ? 

PRRHMGim 

Things to try: 

Shoot the explosive box on the floor. 

Things to watch out for: 

Lots of red soldiers 

Possible Exits: 

Easy Ending 

Keep your gun on the right side of 
the passage, as four troops will come 
from here, including a red soldier, so 
be ready to hide if he fires. When you 
go into the next room, take out the red 
soldier at the top right before the brown 
men. Another red man will appear from 
the same place, and another two just 
after, carrying power weapons. Kill all of 
these, then onto the next part. 

Here, just blast the crate that's in 
the middle of the floor, and it'll explode, 
clearing the level. Carry on, taking out 
the red men that appear around the 
tank type thing, and just after this you 
have to fight the robotank. After you 
kill it, shoot the red men that appear, 
then the brown ones, and when you 
see a red car start driving for you, 
blast it as many times as you can. 
Kantaris is in here, and if you don't 
make her crash then I'm afraid you 
won't finish your mission successfully - 
so make sure of it. 

RotmtonK 

A very easy boss. Keep your gun 
trained on the windscreen of the 
tank, and just keep on keep blasting. 
Hide when it goes crazy with its 
guns, then pop up and shoot. Hide 
again when it fires its rockets, and 
when it charges at you. 

Just remember to keep on blasting 
at the windscreen and eventually it 
will die... 


IGUGL 7 — 
THGIGUGGG 

Things to try: 

Shoot anything glass. 

Things to watch out for: 

Soldiers that drop down right in front 
of you... lots of red soldiers 

Possible Exits: 

Medium Ending 

When you get to the boss area, 
remember to take out the red men 
first, then the normal ones nearest 
to you. Aim at the shield characters' 
feet, as these are the first things to 
appear when they start shooting. 

The actual boss is the huge metal 
robot. You have to shoot the lights 
in the middle of it. The guns that it 
fires out first aren't that deadly. 
When it rushes you, appear, shoot, 
and hide again in between swipes. 
Watch out for its super machine gun 
that will hit you if you aren't hiding. 
When it scuttles off, you can't hit it 
until it comes back. Stay hidden at 
the start as it fires its super machine 
gun. When it rushes you, this time 
stay hidden. Don't come out as it is 
too fast. Keep shooting the lights, 
and eventually it will die, and give 
you the medium ending. 





Possible Exits: 
Hard Ending 



From the 
start take 
out the 
shield men 
in the order 
of right, left, 
middle, then 
quickly dispatch 
the red soldiers. 

After the brown man 
has rolled across, be 
ready for another 
two red men. Kill 
all of these, then 
get ready for a 
hand-to-hand 
soldier who drops 
down, and there 
are another two 
red soldiers 
behind him. Clear 
all of these, then you 
will nip down the hole to 
hide from the plane. 

From now on, whenever 
you get the chance, blast the 
plane. Hide from the missiles 
and heavy machine gun fire that 
it uses, and take out any men that 
appear first, then get back to the 
plane again. 

After 30-40 hits, it will crash, and 
you get the cut scene of Kantaris 
escaping. Unload three clips into it 
and it will crash, and you will have 
successfully completed Time Crisis : 
Special Mode! 















Dam 

omen 

Shadow of the Horned Rat had potential 
which was never fully realised. Can 
Electronic Arts get it right second time 
around with Dark Omerit 



I &C is undoubtedly a quite 
excellent game but behind 
all the fancy graphics and 
underneath all the excitement there's not 
actually that much strategy - build more 
tanks than the opposition and the chances are 
you'll win. For those after a true real-time 
wargame where real aspects of war - like 
troop-positioning, experience and line-of- 
sight - have a bearing on the performance 
of troops and influence the outcome of 
each battle, Dark Owen is 
a much tastier proposition. 
The main snag with the 
game's predecessor, 
Shadow of the Horned Bat, was 
that it was too damn hard! Forget a 
learning curve or progressively more 
difficult missions - SOTHB threw its 
players straight in at the deep end and 
often left them there, 
floundering for breath 
as they drowned in 


The forces of darkness and evil are 
waging war against the righteous and 
the good. Are you gonna let that happen? 




Anyone who's played the tabletop Warhammer will appreciate how closely the PlayStation 
version follows it — without all the hassle of losing bits! 


a sea of Ores and Goblins. Fortunately this 
annoying problem has been addressed in 
Dark Owen. 


i 
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conquers 
quest 

The player is 
cast once again as 
Commander Bernhardt, 
leading a small army of troops. 

Undead hordes are marching 
across the Warhammer world 
and it's up to you to halt their 
advance. This is achieved 
through fighting a number of battles, which 
are then strung together to form a campaign. 



Set in lusciously detailed, 3D landscapes, 
these battles are fought in much the same 
way as in the original, with Dark Owen's 
players marshalling their troops around the 
battlefield in an attempt to gain a tactical 
advantage over the enemy 
and then 'crush them' 
- as Bernhardt likes to say! 
Unlike C&C where numerical 
superiority counts for more than any 
strategy or tactics, Dark Owen really 
demands some serious thought. 

\ More often than not the enemy 
grossly outnumber Bernhardt's 
relatively small army of loyal soldiers and 
to triumph against such overwhelming 



The commanders of your various units appear from time to time, to inform you of how 
their skirmishes are progressing. Usually very badly in our case! 
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Because of the sizable landscapes, more often than not the majority of your units will 
be off-screen. Double clicking on their banners jumps straight to where they are 


odds, Bernhardt's troops always need to be 
positioned carefully, so that their strengths 
can be maximised and their weaknesses 
protected. As an example, placing artillery 
and archers on high ground increases their 
firing range and gives them a good view 
of the battlefield. 

Players control their units in battle via 
a small control panel at the bottom of 
the screen. From this panel 
players can hand out orders to 
their troops such as move, 
engage (either with 
hand-to-hand combat 
or with projectiles) and 
retreat. It's simple and intuitive 
and gives Dark Omen's players 
complete control over virtually all of their 
troops' actions. 

As with a real battle, it's always just 
as important to listen to how each one is 
unfolding as it is to watch. Due to the size 
of the large battle maps, a lot of units tend 
to be off-screen, making it impossible to 
see how they are faring. To counteract this 
problem, audio messages of all important 
incidents are relayed to the player. 

Tbe game begins with just three different 
units but with progress the army will grow 


as other troops offer their support. Come 
the end, it's possible to have anything up to 
fifteen different sorts of units fighting on the 
battlefield at once. 

Resources for 
narses 

There's also quite an element of resource 
management involved, in terms of deciding 
how to spend the money earned 
from each victorious battle. Generally 
this money can be spent on 
two things; troops and 
armour. Casualties of war 
are inevitable and troops will 
constantly have to be replaced. 
However, to try and incur fewer 
losses, you can invest in armour and such like. 

As with Shadow of the Horned Hat, 
Dark Omen boasts a thickening plot that 
draws you into the game. This plot is then 
developed through rendered cut-scenes 
and animated dialogue between Bernhardt 
and his associates. The voice acting for 
these parts is pretty appalling but they 
make for engrossing listening and help 
keep you involved in the bigger picture. 

Aside from the difficulty, there are 
several other differences between Dark 



GRLURG SIR RRTHRR 

Nasty ghouls, ghosts and goblins are all over the place, er... quite lidderally, mate! 




From lush green forest to the snowy 
wastes, is nowhere safe from the 
Warhammer rabble? 



There are two ways to approach any 
campaign — cunning strategy or all out 
attack. We know which we prefer 



Clever use of the terrain can give your 
side a crucial advantage. Always try to 
take the high ground 


Omen and its predecessor. Firstly, the game 
follows a far more linear route than its 
predecessor did. Admittedly, players still 
have to make the occasional decision as 
to exactly where to go and just what to 
do, but whatever the outcome of the choices 
they make, they'll soon find themselves 
back on the same path. 

The control system belies the game's 
PC roots and can be a pain in the arse to 
get to grips with. Once you've got it all 
sussed though, you'll find that there's a far 
stiffer challenge provided for all serious 
strategists in Dark Omen than there was 
in Hed Alert, although it might be a little 
too in-depth for some tastes. A must for 
all Warhammer enthusiasts. Baris 



SRSS ... 


l*ve never been a big fan of 
strategy games but Hed Alert 
awakened my latent urgings 
for some realtime strategic 
roleplaying from the comfort 
of my own armchair. Ahem. 
I'm no anorak, alright! 1 go 
out and talk to real people 
and have friends and a life 
and... no, honestly. 

The tactical aspect of 
Dark Omen is far more in- 
depth and complex than the 
likes of C&O. Therefore it's 
not as instantly accessible 
but offers a more satisfying 
long term challenge. Unless 
you're prepared to sit down 
and work at it, you won't 
get much out of Dark Omen 
but if you're down with this 
stuff, it'll keep you occupied 
for a long time to come 
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A great wargame but only serious 
strategists need apply 
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Long thought to have been lost in the 
mists ot development limbo, the X-Men 
finally tear through the pages of their 
comic books, as they launch their 
assault on the PlayStation... 




The graphical quality of the game 
is only matched by its comic 
book inspiration 



I ole models, those rare 
individuals who manage 
to fully capture your 
attention and so inspire your attempts to 
follow their path to success, can take any 
guise. Human nature and people's general 
differences in taste will dictate that we will 
rarely share the same idol. The only real 
exceptions to this rule are the characters 
from the pages of various Marvel and DC 
comic books, which we tried to emulate 
during our youth. Their colourful adventures, 
as they continued their quest to rid the world 
of evil, were brought to life by the talents 
of such influential artists as Stan Lee and 
Frank Miller and these heroes provided 
motivation for much of our younger years. 

Tine influence of these characters is so 
great, that even to this day hospital wards 
are packed with nippers who attempted to 
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cniioren of 
me atom 



Wolverine is best described as the Ryu of the bunch - his offensive abilities closely 
mirror the £7? icon's skills, making him the perfect choice for the beginner 


fly like Superman, or climb up the side of 
buildings like Spidennan. Such accidents 
only push home the cold, unwelcome truth 
- no matter how much we try, we're never 
going to stand at Spawn's side or get to 



The loading times have been kept to a 
minimum, thankfully, cutting down the 
breakdown in gameplay suffered by 
previous PSX ZD beat-'em-ups 


take a quick spin in the Bat Mobile. As the 
years creep by, the innocence of youth is 
gently worn away, exposing the harsh reality 
of hard work, the real value of money and 
cooking your own meals. 

Now at last, via the blessed release 
that is the videogame (the quickest route 
to escapism) you are able to relive all those 
youthful daydreams. Thanks to a little grey 
box and a joypad, you too can wear your 
underpants on the outside, whilst battling 
the forces of darkness and hopefully saving 
the day. 

JaDhlBsanme 

autsiae 

A number of comic characters have already 
appeared in a PlayStation guise but sadly, 
with expectations at such high levels, these 
adventures have almost always ended in 
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"The Perfect Fighting "The Power To Control "The Most Powerful X-Man" 

Machine" The Clements" 
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In a move away from the Street Fighter games, when a super-move is successfully 
activated the screen darkens, centring all interest on the special move itself 


disappointment. Why all these characters 
have fared so badly is unknown, but the 
most likely explanation is the limitation 
imposed by the defining boundaries of a 
videogame. With the endless freedom of 
their comic book origins removed, the super- 
real characters find themselves trapped in 
an ill-fitting medium, with little scope to 
show their talents. 

The only exceptions to break from this 
pattern of failure are the Capcom/Marvel 
produced beat-'em-ups, which have been 
wowing gamers in both their arcade and 
home versions. These titles were spawned 
from Capcom's continuing quest to breath 
further life into the (apparently) immortal 
Street Fighter 2 series. In a break from the 
rather subtle style which Capcom games 
are usually associated with, X-Men Children 
Of the Atom - the first title bom from their 



The stats shown after the bouts will be 
very familiar to most gamers 


union with Marvel - flung open the special 
moves flood gates. Huge blasts of energy 
filled the screen, as the characters climbed 
several screens high and the coin slots began 
to heat up. 

Although many would argue that 2D 
beat-'em-ups will always be limited by a 
lack of innovative ideas, the X-Men was 
strangely original and as such, has served 



Cyclops' huge optic blast is only a mere 
special move, giving an indication of the 
spectacular super-moves to come 


as the blueprint for further titles, including 
Marvel Superheroes and the excellent X- 
Men versus Street Fighter. Improving upon 
every element of the SF2 series, X-Men not 
only captured the look and feel of all those 
overblown comic book battles perfectly but 
also restored much faith in an aging genre. 

The throw-away plot concerned the X- 
Men and their sworn enemies, the Acolytes, 
with a dash of large robots thrown into the 
mix for good measure. Plot details aside, tine 
real strength of X-Men was its gameplay, 
which blended tine fundamentals of SF2 with 
exaggerated offensive attacks and stunning 
cartoon quality animation, fully interactive, 
multiple scrolling backgrounds and sampled 
sonics and visuals. Additionally, the game's 
combat was no longer limited to the bounds 
of the earth - after all, these pugilists were 



The massive and graphically complex Sentinel moves smoothly, without causing any 
reduction in game speed. So the PlayStation can't handle complex ZD, huh? 



paunas... 


Hmm... after playing Marvel 
Super Heroes for a considerable 
time, 1 was looking forward 
to this. However, after playing 
it, 1 found the excitement 
just wasn't there. The chronic 
slowdown whenever you do 
a move leads to constant 
frustration. Manual combos 
are next to impossible to 
perform, as the timing is so 
off. This is very impressive 
graphically, but the gameplay 
simply sucks. As something of 
a connoisseur of beat-'em- 
ups, 1 can't say this would be 
in my top fifteen beat-'em-up 
games. Avoid! 




spiral 

"Her Power Is Only Matched by Her Evil" 


snuer samurai 

"Sword Wielding Foe Of The X-Men" 
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"Powerful, Armoured Mutant 
Warrior" 


leeman 

"Serving Out Cool Justice" 






sentinel 

"Mutant Hunting Mech Warrior" 
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"Genetically Engineered Evil" 
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"Cunning Warrior Woman" 
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RICH 
RHRTS.. 


With this on the heels of the 
Street Fighter collection, there's 
a bit of a feast for Capcom 
beat-'em-up enthusiasts at 
the moment. X-Men: Children 
of The Atom is a fairly decent 
arcade conversion but is 
inferior to the Street Fighter 
Alpha Gold game, which is in 
the Street Fighter Collection with 
the rest of the saga. X-Men 
may be more current but it 
doesn't improve enough on 
Ryu and Co to be an essential 
purchase. Any real beat-'em- 
up fanatics would enjoy it, 
as would X-Men fans, because 
the pyrotechnics on display 
here are straight out of a 
comic book 


The beginning of Iceman's special X-move, which can enable up to 20 hits, causing 
devastating damage to a foe's energy bar 


Huge projectiles, such as this, are far 
less damaging than one would think 






Colossus shares a handful of 
moves with Tekke/ts King 

lminer mu 


equipped with super powers, allowing 
them to leap up to six screens high in a 
single bound. 

Faster man 0 
speeding bullet 

These massive aerial attacks were only the 
beginning of the enhanced combat engine 
-which ensured fanatical button bashing 
from combination overload - alongside the 
lavish 'Special X' attacks. With the arcade 
version well established, a PlayStation port 
was announced - then instantly vanished. 

Over the last two years we've seen the 
release of both a Saturn and PC conversion, 
yet the PlayStation remains suspiciously X- 
Men free. With speculation rife that the 
PlayStation's 2D capabilities were simply 
inadequate to reproduce the complex 
graphics needed, we sadly accepted the 
inevitable. Until such time that is, that we 
received the inferior but equally complex 
Marvel Super Heroes from Virgin - which 
was rather ironically followed by a press 
announcement from Acclaim that the X- 
Men had not been put on permanent hold 
and the conversion was nearing completion. 
Now, some time later, after heralding the 
game's release with promises of arcade 
perfect action, retention of visual gloss, 


H Hours | Days 
Weeks Months 

sounds and gameplay, and a mere minor 
loss of animation frames to indicate its 
PlayStation roots, Acclaim have delivered 
the goods. 
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Tbe conversion has been carried out with 
the utmost attention to detail, with all the 
trademark arcade trimmings intact. Fans of 
both the comic book and the game will be 
overjoyed by the first appearance of any 
Marvel character worthy of merit: the simple 
combat mechanics reveal the game's true 
guise after a number of attempts. Capcom's 
understanding of the 2D fighting genre has 
never been questioned, but the sheer amount 
of offensive attacks and general abilities is 
staggering. X-Men COTA does do much to 
weaken the argument concerning the lack 
of innovation available for those continuing 
to work in this genre. 

more powerful 
than an flG4 

The visual impact and innovative control 
easily match that of the majority of its 3D 
counterparts, making us wonder if some 
have been just a little quick off the mark 
in their dismissal of the 2D fighting genre. 


After only a brief play those wonderful 
feelings of arcade nostalgia wash over any 
doubts, and the first unleashed Super-X 
finish confirms the classic status of this 
superb 2D beat-'em-up. 

Alongside their interpretation of the 
basic arcade code, the developers. Probe, 
have also included a few additional modes 
of play. Survival Mode sets the player in a 
series of random, one-round bouts - the 
objective being to remain standing whilst 
your opponents are made to taste the 
bitterness of defeat. 

X-Men remains a totally enjoyable 
single player game, but is best experienced 
with a friend. A prolonged bout of multiplayer 
action is the route to go down, with the 
spectacular special moves and settings 
only enhancing the pleasure of setting two 
comic book titans at each other's throats. 
Even with only ten characters available, the 
diverse range of these pugilists offers the 
player a variety of styles to master, but in 
the light of the huge ranks of Tekken 2 and 
the like, we were obviously left feeling a 
little underwhelmed. This minor flaw aside, 
there is little to sour the mix. 

Since it's achieved massive success on 
various other platforms, our hopes for this 
release are high. Some may wonder whether 
there's a place in the market for a vintage 
2D beat-'em-up. The answer to that is most 
definitely yes - an essential purchase for all 
beat-'em-up fans. 
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Special attacks can, at times, lead to a great deal of confusion, thus providing perfect 
cover for a number of sneaky tactics 
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Rascal 

Cute backwards caps and dinky shades? 

Yep, it's Rascal from Psygnosis and he's 
ready for some platform action - but 
are you up for some? Enter the TP 
timewarp, as we venture back to the 
era of the cute platformer... 




The map screen features some 
children's cartoon sketches 



Childish fun can he had by sliding 
down obstacles 


magine the scene. It's 1992 
and the Sega Vs Nintendo 
war is raging fiercely - the 
contestants are platfonm mascots, Mono 
and Sonic. Sonic was the little spiky blue 
hedgehog with teenage cred and Mazza 
was the capped plumber, with a penchant 
for mushrooms and dinosaurs. It's not hard 
to see where the inspiration for Rascal comes 
from but - perhaps surprisingly - the actual 
character has been created by the Dim Henson 
Creature Workshop in London. 

The central character is obviously aimed 
at children rather than the Wipeout playing 
PlayStation fraternity. As such, he's cliched 
but also well realised - and good heavens, 
is he in trouble... His dad has managed to 
make himself a time machine but the inept 
fool has gone and fallen into it and lost 
himself. As a well behaved son you feel it 
your duty to delve into the space-time 




With level guardians, such as this one, you must analyse their attack patterns before 
diving in and attacking them 



continuum in an effort to get Daddy back 
from the mists of time. 

We've recently seen a whole bunch of 
platformers trying to become the 'definitive 
PlayStation platformer' - probably because 
the machine is now affordable for younger 
gamers. Jersey Devil, Croc and the all too 
familiar Crash Bandicoot 2 have jostled 
for the accolade but none of the above 
have been very original, or in the case of 
Jersey Devil, playable. 

The common problem (and conversely, 
the appeal) of the mentioned games is that 
they belong in the bygone gaming era of 
the console boom, around six years ago. 



Reflective armour, as seen in Mario 64 
— very impressive 


The PlayStation market is recreating that 
boom and it seems publishers want to get 
a platform revival going on. 

The start of the game is typically sweet, 
with Rascal falling from the title screen, 
straight onto the first level - very cute and 
quite impressive. The same could be said of 
the game itself, for the most part. The 3D 
environments of Rascal look superb, with 
enemies just as detailed as yourself and 
gleaming texture maps, which throw light 
off themselves as convincingly as shiny silver 
spoons. Tine teleporters are spherical bulges 
of liquid metal, which look very nice too. 
It's unlikely you'll have seen any graphics 



Obstacles can be traversed accurately, 
especially using the analogue pad 



















RBUtBUM 



A sumo-like bloke who needs to be shot 
rather than stamped on 



One of the large enemies, some of whom 
are more detailed than Rascal himself 


as polished as this for quite some time on 
the PlayStation. 

Exploring the initial confines of the 
bedroom for the first few seconds of play, 
you'll be excited at the sight of a skateboard 
and football placed in the room. Bounding 
up to them like a child on Christmas Day, 
you'll be a tad miffed to find that they're 
merely scenery and you can neither ride the 
board nor kick the ball. Instead you have the 
standard jump command, the 'bottom bomb' 
for crushing the spiders and rats and (trumpet 
sound) a bubble gun. 

This bubble gun only shoots weak blue 
bubbles at first but when powered up with 
different fluids it can shoot larger bubbles, 
which capture assorted foes. In theory and 
in practice it all works well but the camera 
angle in the game often makes any combat 
difficult. Go over to a comer of a room and 
occasionally you'll see the top of your head, 
rather than the view in front of you. Walk 
forward a bit - straight into a nasty - and 
tine view slowly becomes fuller. The 3D game 
world is tricky to negotiate at times and 
although you can control the camera angle 
manually, by flicking the shoulder buttons it 
doesn't help that much - especially during 
enemy encounters. 

Tine first boss you'll come across, for 
example, is a huge dragon. You enter the 
room and he grins at you - walk forward and 
he'll start breathing fire. In order to kill him 
you've got to be away from him and the 
camera angle shifts back to you so you can't 
see what you're shooting at. Tine controls 
don't seem truly at home in the land of 3D 


either; you'll often have to do three point 
turns because of Rascal's lack of speed - in 
spite of his fetching trainers. 

The levels are split up by some amusing 
bonus section like sliding down Aztec tunnels, 
much like the wonderful tubes at your local 
fun pool. No prizes for guessing where the 
inspiration came from for those - all of the 
themed levels and gameplay traits point to 
Mono 64, from the reflective aimour on the 
enemies to the interior levels with swinging 
logs, cannons and lava pits. 

The developers, Travellers Tales, have 
admirably mimicked all these tasks for the 
PlayStation and the graphics are the best 
seen for a PlayStation platformer but there's 
always the nagging suspicion that if you're 
over twelve years of age, you've played better. 
For all its distinctly 2D gameplay, Crash 
Bandicoot is more playable but Rascal looks 
worlds apart from the marsupial, with proper 
3D graphics and irritating, toe-tapping music. 

Therein lies the problem - if Rascal had 
turned up before Crash, things might have 
been very different. As it stands they're both 
aimed at young children and in their eyes, 
Rascal will look like the better buy - and if 
they want an unambitous Mario clone then 
it will be. 

If you've never owned a 16-bit console 
or experienced themed levels with moving 
platforms, reappearing baddies and pixel 
perfect jumps, you'll be in your element. It's 
just a shame that Travellers Tales didn't add 
much original content, because if Rascal's 
aesthetics are an indication of their talent, 
they could've killed Crash for good. Richard 



The lovely bubbles and the bubble gun — which could be yours if you enter our 
smashing competition! 


BRBRTURB GOfRFORTS 

The central character of Rascal was designed by the London 
branch of the late Jim Henson's Creature 
Workshop, creators of The Muppets. Familiar 
personalities Miss Piggy and Kermet the Frog 
have had a career resurrection of late, with 
both taking leading roles in The Muppet's 
Christmas Carol alongside Michael Caine 
and, more recently, Muppet's Treasure 
Island. (Yoda, meanwhile, has been 
consulting his agent for some anti-aging 
cream, so he can star in the Star Wars 
prequels, fearing Kermet has been offered the 
part... ). Rascal has an unusually familiar American 

fashion sense, with baggy apparel, reversed cap and 'wicked' shades. He seems 
to be a mix of Mario and dodgy rap types, MC Hammer and Vanilla Ice 




The young audience intended for the 
game is clear from the cartoon artwork 


JRRIBS 
BRBB ... 

1 have to admit that Rascal 
was a little disappointing 
— despite becoming lost 
amongst its gorgeous 
visuals, the gameplay 
failed to deliver any kind 
of substantial challenge 
for a hardened gamer. 

Yet for those PlayStation 
owners that aren't so long 
in the tooth as we old 
fellas, the game may well 
provide many hours of 
fun. This is not to say that 
Rascal isn't an enjoyable 
little adventure for all, 
but in the light of Croc we 
have come to expect more 
from the genre. 

Minor fun — in both 
senses of the word! 



Lighting effects are far superior to 
other adventures such as Tomb Raider 
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Busi-a-maue 3 


Yay! The multi-coloured Taito dinosaurs 
are back and they've brought some 
mates, a level designer and some even 
more addictive gameplay to the masses. 
Keep bustin'... 



The inclusion of typically Manga 
styled characters, adds further 
appeal to the game 



Even with the many new play 
options, the two player mode is 
still the most enjoyable 


ittle dinosaur boy buddies, 
Bub and Bob, have made 
quite a big name for 
themselves with their Bubble Bobble 
series, which is still going in the arcades, 
with Rainbow Islands, Parasol Stars and 
Bubble Bobble Symphony. Bust-A-Move 
3 though - or Puzzle Bobble as it's more 
commonly known to arcade goers - is a 
continuation of the arcade and Neo Geo 
bubble bursting puzzler. 

The premise of the game is very simple: 
you launch coloured bubbles via your shooter, 
which is controlled by a specific character 
and they stick to the top of the screen. Join 
so many of the same colour and kabam - 
they disappear. It's like Tetris then, or Super 
Puyo Puyo - the Japanese title hijacked by 
Sega and Nintendo for Dr Hobotnik's Mean 
Bean Machine and Kirbys puzzle exploits, 
respectively. You may remember that Bust- 
A-Move 2 sold by the bucketload last year 
and was responsible, with Micro Machines 
V3, for establishing the PlayStation party 
game phenomenon - or so some advert 
would probably say, with a picture of young 
things bouncing on a couch, with joypads 
upside down and cans of lager handy. Or, 
ahem, lemonade if they're that young. 

You'll want to know just what's changed 
since the last game though, won't you? Well, 
plant yourself down and i'll tell you. What 
you actually get on the CD is Bust-A-Move 





A carefully placed bubble can set off some spectacular chain reactions, followed by 
much celebration and happiness for your character and, of course, you 


3 DX (meaning deluxe) and a quite subtle 
reworking of Bust-A-Move 2 called Bust-A- 
Move 2.5. Y'know it's going to be a bit mad 
from the off; firstly because it's Japanese and 
secondly because it's a puzzle game from 
the same country. 

The title sequence has the characters 
each demanding their own screen, while they 
shout loud squeals in Japanese. Bubbloon, 
the Bub and Bob stand-in, then comes along 
and playfully headbutts another member of 
his species, before swinging him around by 
his feet and singing. 


kindly take you on a tour of an amusement 
arcade, with all the levels based on actual 
machines. There's the cuddly toy grabber, 
the sliding puzzle, a 2D beat-'em-up and, 
brace yourself, a Mah Jong table. 



The objective here is to beat every one of 
the characters, either within a set time limit 
or by creating so many chain reactions from 
the linked balls that they build up on your 
opponent's screen, Tetris style. The minimum 


at its mast Sasic Bust-H-mauc 3 is 
highly ecciehue , oath tut a people 
it becomes a classic thrssuing 
mess afmeaeess ace shouting 


The puzzle mode presents one player 
with a full screen and an assortment of 
bubbles already laid down in sequence. 
The clock starts ticking and you have to 
completely clear the screen of troublesome 
coloured spheres whilst trying not to make 
any mistakes. The other mode lets you have 
a one-on-one contest with the CPU in the 
guise of some truly bonkers characters, who 


link is three but four and five chains are 
possible, to recreate that four-berth tactic 
as in Tetris. 

Another option for the single player is the 
adventure mode, where a map is presented 
and you go off wandering about and picking 
fights with the evil opposition. Combined 
with the clinically addictive two player mode 
this makes the game an absolute gem in 



Breaking up the puzzling actiun, the game's 
developers have included a number of 
sub games, including this very tricky quiz 



Presentation is strictly of the bizarre 
Japanese variety, and thus makes very 
little sense 


76 


Total PlayStation • IssueBfl 






































ReuieuM 



THE CUTIG ERST 




The quest-like mode which lets 
you explore space! 


Jach 

A very feminine looking bloke, 
who looks like Vincent from Final 
Fantasy VII. The best character in 
the game too. Not too sure about 
that cape though... 


BuDDlaon 

The main character, who's a 
relation of Bub and Bob, the 
spiky dino boys from Bust-A- 
Move 2. Attacks in a random 
combination of eight colours 


SSB 

It's Sonic Blastman! The star 
of the punch power arcade 
smack-'em-up, he places some 
nice and disruptive blocks 
with bubbles 


Luna 

A Capcom-style girl character 
who gets stronger the longer 
you play. She has the most 
memorable shrieks too. Miles, 
pass the earplugs! 


Having completed the Challenge 
mode, the player's performance 
is graded and the result then 
displayed as a certificate! 


marina 

Red, yellow and blue bubbles 
are the weapons of choice for 
this floppy haired foe with an 
unfeasibly large mouth 


musashi 

Combination attacks for this 
Ryu-style karate kid. lie'll 
challenge you to a 2D beat- 
'em-up - round one, fight! 


Tiuinhie 

Ahh, bless. Rainbow bubble 
attacks mean Twinkle is a force 
to be reckoned with but she is 
weak in defence so er, be gentle 


Prettia 

A haircut that could kill and 
eyes that could quite possibly 
pop out at any time during 
the game 


gameplay terms but, as some old comedian 
would say - c'mere, there's more. 

And there is, for not only does the game 
hold some of the most intoxicating gameplay 
and deliberately bizarre Japanese cultural 
references I've ever seen, it also has a level 
creator - hence the added 'DX' letters. 
Creating the levels and deviously choosing 
the oddities which hamper linking bubbles is 
great fun. Save them to memory card and 
you can give them to a friend to attempt. 


The graphics are quite detailed, if a little 
dated but certainly couldn't be any more 
functional or humourous. The sound deserves 
mention for prompting belly laughs from 
onlookers, especially when they're looking 
at the players' highly intense expressions of 
concentration too. 

The small characters and balls are very 
similar to Capcom's Pang series and the game 
does seem to come from a bygone era, when 
you can remember playing addictive arcade 


machines and pumping in all your ten pence 
pieces. It's fine testament to Taito and Mr 
Bubbloon and Co that the game still remains 
fresh, despite doing the rounds for just over 
two years. 

At its most basic Bust-A-Move 3 is a 
highly addictive one player game, with added 
lifespan due to the level creator. Seen at its 
most glorious, with two people, it becomes 
a classic throbbing mess of madness and 
shouting. It carries on the heritage of Pong 
and Tetris much better than, say, Puzzle 
Fighter a nd should be bought by anyone that 
has two pads for their PlayStation, because 
you won't see addictiveness like this every 
day. Which is a good thing really, because 
we'd all be hermits with no social lives. And 
er, on that note, I'm off for another go. 1 can 
hear the characters calling me: I'm coming, 
I'm coming... BichaM 


HRROH 

SEES... 

Bust-A-Move 3 is a classic 
example that you don't need 
gorgeous graphics or a 
stirring soundtrack to make 
a greot game. This has 
simple gameplay, average 
graphics, and some jolly 
little ditties. But it is an 
absolutely superb game! It is 
one of those game, like 
Tetris, that take little time to 
learn the basics, but real 
tactics and skill comes with 
a lot of practise. A must buy 
if you have friends, and even 
if you dont you should check 
it out anyway! 


TPTimF.PIHH 



| Hours | Days 
Weeks Months 


[HflMMmin: 


bonkers barmy fun-fest of the 
highest order. Go and buy it now 

Price: 


* T* *"l 



HE 
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Certain rounds will be based on with a time limit, with the goal being to simply keep 
the bubbles at bay 
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Powerboat 


Interplay take to the waves with their 
answer to Sony's speed boat racer, 
Rapid Racer. Will Powerboat make a huge 
splash or a mere ripple? Read on... 


To help the player during the 
slalom sections a number of on 
screen pointers will appear 


The tip of the boat can be raised 
to increase speed hut he warned 
— control is then weakened 


acing fans really can't 
complain that the 
PlayStation has left 
them feeling shortchanged, in terms of the 
huge number of racing titles the console has 
boasted during its years. That said, the vast 
majority of these games have achieved only 
minor success and even less acclaim, judging 
from their low review scores. 

The main problem that limits innovation 
within a genre is the popularity of a single 
title. Having been promoted to the level of 
'benchmark', these games tend to inspire 
countless imitators, with developers simply 
adopting the tactic of just giving the public 
more of what (they assume) they want. 
Unfortunately cheap rehashes are far from 
popular and the traditional car based racing 



Before each race the camera zooms to 
a great height to its usual position 
behind the boat 


game had slowly fallen into decline - until 
it was recently rescued by the sheer brilliance 
of Sony's Gran Tuiismo. 

Emerging from the depths of the cheap 
stockpile of PlayStation racers, came various 
attempts to capture the feeling of speed 
and exhilaration associated with the genre, 
without limiting the gameplay to four wheels. 
Developers soon found themselves seeking 
a replacement for the highly tuned sports 
car and stumbled upon various modes of 
transport as aeroplanes, motorcycles, space 
craft, scooters, push bikes and so on. One 
of the more promising variations on the 
racing genre was the speedboat action of 
Sony's Rapid Racer. Ever since 007's death 
defying cruise action in Live and Let Die, the 
speedboat has established itself as one of 


the cooler ways to travel. Sadly, although 
Rapid Racer provided an entertaining little 
romp on the crest of a wave, any full and 
realistic 'speedboat experience' was lost 
amongst the hi-res visuals and excellent 
Apollo 440 soundtrack. Now Interplay are 
the next to step up and brave the depths, 
with their new racer, Powerboat. 

UU0 ana Let Die 

Unlike the futuristic water vehicles of Rapid 
Racer, Powerboat makes use of far more 
traditionally styled boats and handling. The 
main flaw of the Sony title was the control 
method which, whilst providing impressive 
water effects and undertow, still failed to 
reproduce the sensation of racing on water 
in a satisfying way. Thankfully Powerboat 
has gone some way towards capturing the 
lack of traction and sheer unpredictability 
inherent in racing on a moving surface. In 
fact, the movement physics employed in 
Powerboat are both highly challenging and 
unique to a PlayStation racer, providing the 
title with its most notable feature - the 
nearest possible comparison, if one is needed, 
is the early N64 release, the jet-ski racer 
Wave Race. 







Familiar landmarks have been 
simply slapped in to confirm the 
location of the track 



Shades of Wipeout definitely 
seem to have been incorporated 
into the Nevada course 



The internal view, normally favoured in 
racing games, is virtually un playable 


Holding the tip of the craft down after a jump will allow the racer to submerge the 
entire vehicle — hut this does cause an almost complete lack of control! 
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Powerboat offers the player two distinctly different types of craft to race with: 



Unfortunately Powerboat's merits are 
quickly deflated by the awful water effects 
- the great crashing waves and undulating 
surfaces of both the N64 romp and Rapid 
Racer are nowhere to be seen. Each course, 
no matter the weather conditions, location 
or structure, has almost completely static 
water - the only real movement being the 
crests of water sent skyward when players 
tackle a particularly nasty comer. The simple 
inclusion of undulation, or even a minimal 
amount of random surface movement, would 
certainly have increased the game's flagging 
levels of excitement, adding the element of 
unpredictability that makes Rapid Racer that 
little bit more enjoyable. 

Those seeking to experience the thrills 
of powerboating, without the excessive price 
tag of an average speedboat, will be left 
high and dry - Powerboat is best described 
as speed boats on tarmac. Conversely, the 
less discerning racing fan will be better 


catered for by the 
action on offer. 


Face Off 

Although it lacks the graphical flair of most 
of its current counterparts, the ingenious 
course design and variety contained in 
Powerboat's nine tracks makes such visual 
inadequacies easy to overlook. In a further 
nod to Wave Race, eadi course offers the more 
adventurous player a number of shortcuts 
and other second-shaving opportunities. 
Some courses will also change en-route, with 
previously blocked sections opening to reveal 
completely new stretches of track. 

Powerboat's life span is further increased 
by the impressive amount of modes of play, 
which range from the simple 'winner takes 
all' Arcade mode, to the point scoring 
Championship.. Also included are the ever¬ 
present Time Trial and Practice modes and 


aiononuus 

The Monohull are considerably smaller and 
lack speed, but their ease at cornering 
and general handling more than 
make up for these flaws 


Catamarans 

Extremely fast,with 
impressive 
acceleration. 


the Catamaran is only 
let down by its lack of 
control response 




The backgrounds are completely over 
the top hut incidental animation, such as 
the passing trucks on the USSR course, 
adds to the atmosphere 

success in the default Arcade and Challenge 
modes will allow the player to progress to 
the Shoot Out and Slalom options. The 
Slalom mode is very similar to the skiing 
discipline - the player must negotiate a 
course against the clock, whilst remaining 
on the correct side of each slalom gate. The 
Shoot Out is an equally tricky affair; the racer 
faces a fall grid of competitors racing a single 
track - the last boat to cross the line after 
each lap is disqualified and this continues 
until only one boat remains: the winner. 
Amazingly the ever popular option of a two 
player mode has been ignored, which will 
obviously have a very negative effect on 
Powerboat's appeal. 

Powerboat has missed its opportunity to 
bring something different to the racing game 
genre, but still remains an enjoyable time 
waster that will provide an instant burst of 
adrenaline. Just don't expect to playing this 
six months down the line. James 


The internal view, normally favoured in 
racing games, is virtually unplayable 


RICH 

rcus... 

Powerboat comes after 
Sony's impressive Rapid Racer 
and is bound to be compared 
to it, although Powerboat 
uses a distinctly different 
method of play. The courses 
are more realistic, for a start 
and the handling is geared 
towards freestyle play, rather 
than all-out racing. 

Graphically Powerboat is 
unconvincing, with minimal 
water effects as well as some 
clumsy scenery. 

When it comes to the 
crunch. Powerboat isn't as 
much fun to play as Rapid 
Racer, despite its gameplay 
being slightly open ended 



Although completely unrealistic, 
the inclusion of stunts would 
certainly have added a very 
interesting touch 






TPRHTMGS 


[pM^mnn 


fast paced water-based racer, 
super, splashing, great! 


Publisher: 


interplay Price: 


Developer: 


Eastpoint Released: 


April 


Players: 


One Game type: 


Racing 
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Some of the more annoying flaws of the graphics engine are encountered when the 
player loses control of the boat. Notice the huge glitch on the left hand side of the pic 
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Pro Pinball: 

TlmeshocH 


Empire ask you to load the balls with 
the arrival of Pro Pinball: The Webs 
sequel. Timeshock should dominate the 
pinball market, which currently consists 
of Pro Pinball: The Web, True Pinball, 
and err... 



The slanting views emphasise 
the accurately rendered table 



The most practical view is the 
closest view, which increases 
the finer details 


henever the 
subject of 
pinball is 

raised, you get the normal people who 
acknowledge the amusement machines, 
and those who have a deep love for them. 
Here in the TP office, we can't say that we're 
overly excited about the machines - in fact 
we believe them to be a bit sad, all things 
told. Obviously we're not as blinkered to 
the merits of video game pinball, as there 
have been some great titles such as the 
Amiga's Pinball Dreams and Illusions. Even 
the old 8 Bit-NEC PC Engine games from 
Namco were suitably impressive with their 
array of non-pinball facilities like flame balls 
and suchlike. 

The original Pro Pinball: The Web 
was average and only slightly addictive in 
two player mode. Here, 18 months later, 
the older sibling has arrived and, rather 
disappointingly, still has only the one nicely 
rendered table. 

There are three viewpoints to see the 
proceedings from; the standard default 




The revolving high score table tempts you to come and have another go — if you think 
you hard enough to take on the might of er, your last score 


view has a skewed and totally unplayable 
perspective while the other 'far out' views 
make it seem as though you're magically 
levitating fifteen feet above the table while 
lying face down. All is not lost however, 
because the close-up view is much more 
practical. From here on in you can pretend 
that you are actually playing a real pinball 
machine - excitement overload indeed. 

The basic premise of the game actually 
has, strange as it may seem, a plot. Time 
can be shattered, apparently and so your 
mission is to return to the beginning of 
time by completing the relevant tasks and 
collecting crystal fragments to reverse the 
process of time shattering. So, via a magical 
time machine you begin to go to different 


periods of time depicted by the table. Except 
you won't really notice what period you're 
in because only a few colour changes occur. 

The LCD display that normally adorns 
the top of such machines down in the local 
arcades with a horrendous amount of 
noughts is also used for bonus purposes 
here. Various sub-games are presented 
when you hit a certain area, vaiying from 
an ascent of Mount Rushmore to a Tempest 
clone game. This is called the Video Mode, 
and whereas the epic scaling of Mount 
Rushmore game requires you shoot the ball 
to certain points on the table, the Tempest 
feature merely requires you to look at the 
dot matrix display while you play a brief 
video game. 



Flipper tricks such as bang backs 
and holds can be perfected with 
some practise 


The video display at the top of the table 
kicks in for bonus games 


Playing pinball can seriously affect 
your health and social standing 


Look: a personal office high score of 
10,000,000 — can you beat it ? 
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The higher third dipper has a magnetic reverse side, so you can suspend the ball for 
accurate drop tricks for higher points 


Table boffin 

The problem with this is that when you get 
a bonus, you don't know whether you should 
immediately look up towards the display or 
keep focused on the ball. It's all a question 
of coordination in the end, but some passing 
players in our office still found it all just a 
bit irritating. 



This picture shows the machine as you 
would see it in your youth club 


Attention to detail remains painfully accurate, 
and we don't mean 'painfully' in the usual 
enthusiastic manner. There is an item test 
mode on the option screen, where you can 
test hundreds of lights, check switches and 
make sure the video display is up to scratch. 
The value of such a mode is worthless, even 
if you are a table boffin. We laughed at the 
obscurity of the mode and didn't really think 
any gamer would appreciate the function. 

A sound test maybe, but light tests? We're 
going to take it for granted that our beloved 
PlayStation can make sure the machine is in 
fine working order, thank you very much. 

Three balls are allocated to you as 
standard and you have to do your very best 
to rack up a score which sails high into the 
stratosphere, pausing only for the odd cup 
of tea and hourly screen breaks. Playing a 


HGHRTBGRT 

The gallery section showcases all the 
high-res drawings of the table. The 
various features can be seen in all 
their glory and there is even the option 
to scroll around the table and zoom in. 
Totally pointless 








Up to ten balls can be in play at any 
time, causing much confusion 

pinball game for more than an hour may be 
overkill but there lies the problem. As much 
as we hate to admit it, Pro Pinball: Timeshock 
is hideously addictive. Score wise, two player 
games can be close run things and if you've 
lost your ball after gaining a mere 20,000 
points then the pressure is on to make a much 
better go of things with the next ball. Even 
solo scores promote an urge to have another 
go. Depending on how highly you view your 
high scores, the game is going to spend a 
long time firmly lodged in the PlayStation. 

The criticism of only having one table is 
lessened then, but it's still the major failing 
of the game. How hard could it have been 
to invent another, admittedly rather well 
rendered table? Not beyond the realms of 
possibility we'll wager. Rendered or not, there 
is little excuse. You could well argue that the 
original Ridge Racer only had the one track, 
but bearing in mind the reverse mode and 
time trials, this rendition of pinball is lacking 
any extras that might encourage a purchase 
and up the final score. 

All that remains is a very playable single 
table game with realistic ball physics and a 
good actual 'feel.' It's fine for a simple pinball 
game, but we just wish that it had another 
couple of tables. Well worthy of a Platinum 
purchase, but at its full price level we can't 
wholeheartedly recommend it to anyone but 
die-hard pinball fans. HlGbarb 



Warp sections such as this trigger the 
timewarp elements of the title 


sms... 

Wow! 1 haven't enjoyed 
playing a game this much 
since... 1 can't remember 
when, but it was long before 
PlayStation days. This game 
has a plot, a storyline. All 
the features from arcade 
pinball machines are here, 
including nudging the table, 
allowing bang backs and 
death saves. The game is 
so fluid you often forget 
it's just graphics, not a real 
ball. By far the best pinball 
game around and an 
absolute must try. Since 
there's only one table, 
lastability is questionable 
but it's still a class title. 
Rich has been very harsh 
(Oi ! - Richard) on this one! 




Primary colours make up the 
busy table but are uninspiring 
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Playable addictive but far, far too 
short for most gamers. 


Publisher: 


Empire Price: 


£39.99 


Empire 


Players: 


1-4 Game lype: 


Pinball Sim 
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PoyPou *§* 


Konami make a return to cute and 
Japanese weirdness after ISS Pro and 
Castlevania - Symphony of The Dlight. 
Ladies and gentlemen, throw your 
hands in the air - it's Poy Poy\ 








Gloves are available to buy in 
the shop, pre-match, to give 
you new abilities 


♦p 



Much fun can be had from closing in on an opponent and hoisting them above your head. 
Holding the throw button for longer chucks your opponent further 


onami are really rather 
strange developers. 
Their arcade history is 
legendary - with Grodius being, for many, 
the quintessential arcade coin guzzler of the 
eighties - and their reputation was cemented 
by the excellent Parodius on home consoles. 
More recently, their arcade performance has 
been varied, with Lethal Enforcers paving 
the way for some truly great Cobra board 


powered arcade games, which are the usual 
(but absolutely stunning) beat-'em-up and 
racing coin ops. After ISS Pro, Castlevania 
was the most notable continuation of their 
domestic series. Now, however, comes a 
change of pace with Poy Poy - a very mad 
Bomberman style fest, which harks back to 


contestants. You'll see the big Bomberman 
similarity here, of course, but aside from 
being in 3D, the differences between Poy Poy 
and Hudson's landmark game are numerous. 
You can jump, for a start - which initially 
appears to be a useless and cumbersome 
way of controlling your character. 



3D Doesn’t neeessenlu tnehe a 
title anu better ana utnen playing 
Poy Pen, you’ll suspect it eonlD 
easily nave neon a an game 


the very odd, almost surreal titles of Konami's 
past. Pooyan anyone? 

First of all, Poy Poy looks unbelievably 
strange. Four little rough-looking polygon 
characters run around different arenas, 
Channel Poy Poy — home of the weird, strange and bizarre. Subscribe today! picking up missiles, rocks and sometimes 

The TV game show sections are odd, to say the least. .. each other, in order to knock out the other 



A young Bruce Forsyth wins the 
match, prompting a beat-'em-up 
style winning sequence. Good 
game, good game 



The obstacles include static rocks, rockets and the boundaries — which are just about 
the right size to keep players together 


Each character has a set identity, with 
obscene hair cuts or some variety of odd 
clothing distinguishing these super-deformed 
humans from each other. They bear a slight 
resemblance to the spiky haired clan seen 
in Final Fantasy in fact, which may signal a 
trend for simple polygon characters, rather 
than extravagant texture mapped ones. 
Indeed, it's often been difficult for Japanese 
developers to change to polygons from their 
sprite-led games: Pesident Evil used rendered 
backgrounds and today Japan still releases 
a healthy output of sprite based games - 
look at Konami's own Castlevania, which has 
yet to make the jump to 3D. 

3D doesn't necessarily make a game any 
better, of course and when playing Poy Poy 
you'll suspect it could easily have been a 
2D game. Picking an object up and throwing 
it doesn't really need three dimensions and 
although you see the characters comically 
approaching the game camera, where the 
projectile you are about to throw will land 
is not made very clear. Basically, you just 
look in the vague direction of a competitor 
and hit the button to throw - not exactly 
taxing, it must be said. 
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The characters have different abilities and throws — the blue monkey boy is speedier 
than most, because of his smaller size 



A fumbled rocket throw sends both characters into the air, depleting their life 
bars dramatically, nice! 


Characters can possess different abilities 
and you can buy new skills at the shop; the 
more amusing let you turn normal missiles 
into homing devices when picked up. Perhaps 
even funnier, is the spectacle of a multiplayer 
game when somebody realises that you can 
pick up each contestant and throw them at 
the others. It's amusing in a wrestling game 
kind of way - you can pound the buttons 
and laugh all you like but in the end, you 
know there isn't a legenda^ amount of 
depth to Poy Poy. 

ice warriors 

Most dedicated multiplayer games aren't 
immensely complex but rely more on the 
interaction of the players. The players are 
not the only enemies on screen in Poy Poy, 
though. Renegade penguins slip and slide 
about the ice arena on their stomachs and 
give you a nip if you get too close. Cute, very 
cute - but not very conductive to gameplay. 
If it's just you and a mate playing, you don't 
want some arctic midget biting away at you, 


because it just adds to the all-out chaos 
that the game sometimes creates. Chaos is 
fine, but only if you're causing it - you don't 
want the game to be all down to the CPU 
characters or events. If you're playing with 
a group of people, it's best to turn the CPU 
characters off In this respect, things actually 
are quite similar to the Bombemnan series 
of games... 

Various tactics and power ups can be 
learnt and gained but it's the actual characters 
which make the gameplay more complex. 
You can choose to buy different gloves pre¬ 
match, which have different abilities - there 
are about 70 in total. Gameplay wise, there 
is - after playing for a while - much more 
fun to be had than just throwing objects at 
each other. Special moves which prompt 
different actions from the characters can 
often be hilarious, with people spinning in 
order to launch projectiles - although more 
subtle techniques for pummelling a specific 
person (such as the wrestling fave, the suplex) 
are in evidence. 


Poy Pay is a goori party game anri 
snouiri accompany seen ye ms as 
micro macriines U3 as an essential 
yams far social yatherinys 



The winning poses are funny and show the bizarre characters and their even stranger 
poses. Suits you sir etc... 


The practice mode helpfully has all the 
key commands plastered across the bottom 
of the screen, so you can dive straight into 
the game without looking at the instruction 
book or painfully telling inept mates 'what 
the buttons do'. 

The interludes between games in Poy 
Poys single player mode have rooms to be 
traversed, like those in the Namco Museum 
series. At the end of a match, the points are 
added up by a strange TV gameshow host 
- imagine the host of Catchphrase, combined 
with the satellite host from The Fast Show 
and you'll be halfway there. Yes, bonkers, 
barmy and very amusing - if you can cope 
with it all. 

Until Bomberman World comes along 
later in the year, Poy Poy is a good party 
game and should accompany such multiplayer 
gems as Micro Machines V3 and the Bust- 
A-Move series as an essential game for 
social gatherings. RionarO 



The 'far out' view shows the 
whole Poy Poy playing field at 
an isometric angle 



Three players are out of the 
game, leaving one to gloat 
victoriously on his own 



The very helpful practice mode, with 
commands listed at the bottom of the 
screen, makes things nice and easy to 
pick up. It's probably a good idea to use 
this before your mates arrive, to give 
yourself the upper hand... 



tp Rnrmns _ 


Publisher: 

Konami 

Developer: 

Konami 

Players: 

1-4 


Fun in pint-size bottles but a lesser 
experience in single player mode 

Price: _ £34.99 


Released: 

March/April 

Game type: 

Multiplayer Arcade Action 
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Orange balls, tall people and American 
audiences. Not what you'd expect from 
Konami after PoyPoy but their update 
of the long running Pro basketball series 
is touted as the best yet 



A typically frantic tip off which 
starts the game 



A two point throw is attempted 
blit the opposition is currently 
performing a block 



The side-on camera is suited to 
fast moving attacks 


he PlayStation has such 
a bewildering amount 
of basketball games, 
most with the hallowed letters N, B and 
A somewhere in the title. They are produced 
mainly for the American market but unlike 
ice hockey or American football, this is one 
sport that British audiences have mildly 
warmed to, perhaps because of firms such 
as Nike and their trendy commercials. 

Whatever the case, sometimes we'll turn 
on Channel 4 and watch a game instead 
of footy which is, for me at least, a bit of 
a release. 

Basketball is full of excitement, you see. 
The court is relatively small, the players are 
large and agile. Leaping contestants chuck 
the ball around at great speed and then do 
the same to themselves, whenever a fleeting 
dunk opportunity becomes available. The 
constant climaxes of the sport make it ideal 
for video game translation and multiplayer 
gaming alike. 

The trouble is, no definitive game of the 
sport is available. Total NBA has probably 
been the best effort in the past but, for team 
play, the NBA Jam series is our favoured 
fling. Konami have already been publishing 
basketball games for quite a while now - 
in fact they're some of the only western 
developed games on their release list. Now 




Proper NBA teams such as the Chicago Bulls can be used — unlike World League 
Basketball where there is a strange lack of licensing 


here comes NBA Pro '98, a 3D basketball 
game which falls between the simulation 
and arcade gameplay stools. Pushed to a 
definition, though, it bends slightly more 
towards simulation because in amongst all 
the options screens is the 'coach' option, 
which is self-explanatory and not really that 
inspiring to be honest. No, where NBA Pro 
'98 comes into its own is in the vast array 
of play-offs and exhibitions offered. 

Basketball fans will be pleased that both 
standard tournaments and live style play¬ 
offs can be selected up against the usual 
'exhibition' mode. This has been used in 
every basketball game since the beginning 
of time, most recently in the disturbingly arse 
World League Basketball which actually did 
what 1 thought was impossible - it made 
basketball seem pedestrian, even boring. 
Konami have helpfully bypassed boredom 
and although just about everything here, in 
gameplay terms, feels familiar - such as the 
turbo button and assorted dunks - NBA Pro 


'98 has far more immediacy than any of 
its forebears. 

Siam Bunn me 
funh 

Picking up any console basketball game, 
you'd normally expect to have to play at 
least a few games before getting fully into 
the swing of things but that's not so here, 
because the controls are so intuitive - one 
block button, one steal button and pass and 
shoot. The circle button Rips between players, 
FIFA style and although it's difficult to try 
and pinpoint why, play seems fluid. It could 
be because the game doesn't move at an 
outstanding pace (though it's faster than 
that World League Basketball travesty) or 
it may be the amount of clear space, which 
allows quick passes. Whatever the case, you'll 
be swirling through the D and slam dunking 
within minutes. 

In the same game you'll be instantly 
acquainted with the hurtful sounding 'steal' 




When you approach the basket, simple two point throws are often easier to perform 
than the closer, yet more spectacular dunks 


A defensive foul occurs when you're a bit over-eager with the waving arms. 
Two separate shots are then given to the opposition, worth one point each 
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Replays are usually triggered by default, such as when a fancy bit of footwork has been 
displayed near the net before a dunk. You can choose a replay at any point in the game 
but the basic highlights are a good chance to view the motion capturing. The dunk 
sequences have more frames of animation in than other moves and look very smart 
indeed. The mentioned angular players are seen even closer up in the replay mode, which 
isn't the best way to see them — some of the poor fellows look almost zombie-like! 



- a contestant will wave his hands up in the 
air, Will Smith style and if his steal's successful 
there'll be an audible 'oomph' while the ball 
is stolen. Crucially, stealing is quite easy and 
in two player games between two human 
opponents, the ball can be possessed by 
either team three or four times, before being 
put to rest in the basket. Multiplayer games 
can be pretty tense affairs too, with genuine 
concentration needed to win. The CPU teams 
can be strangely talented at times, though: 
go fifteen points up and the other team,no 
matter who they are, will suddenly become 
visibly more determined, which is mostly 
expressed by them giving you a couple of 
slaps when you try and gain possession. 

The look of recent sports games has 
often been, especially on the PlayStation, 
very realistic. Not here though, at least not 
in comparison with Total NBA. Characters 


are recognisable but sometimes appear 
angular and a bit pale when seen in the 
replays. Dennis Rodman in particular gets 
a cruel depiction but the funny thing is that 
his seasonal hair colour changes appear in 
the game. Go into a normal exhibition mode 
and he'll have a green bonce but when his 
portrait appears it will be closer to purple. 
The replay mode doesn't show the players 
in a great light really but frame-by-frame 
shots are possible and the camera can be 
rotated in a circular manner, creating a 
supremely accurate way of viewing your 
moments of glory. 

Presentation is typically well done - as 
always seems to be the case with all of these 
American sports games. The music and video 
clips don't really need to be mentioned, rife 
as they are in basketball games but what's 
on offer is pleasing. Comparisons to Total 





Match up screens appear before each game, after the team portraits and show 
the team logos in all their glory 



A good view of a penalty shot being taken — watch as your team members 
scramble for the ball if you miss the second shot 


NBA must be made, with similar bouts of 
FMV cheerleaders at half time or, ahem, the 
end of the second period. 

So, in the end, it seems as though what 
we've got here is another playable basketball 
game on the shelves and although Konami 
certainly can't claim to have made the best 
videogame version of the sport ever, it's 
probably more mainstream than most offers 
from over the pond. Richard 



Up the court you can gauge a good feeling 
of distance for your team 



Game pauses make the camera 
zoom in on the team 


TEIUIIEEIM 



B Hours ■ Days 
B Weeks Months 


TPRHTinGS L 


ummsmun 


A playable, well-rounded game but 
not the definitive take on the sport 


Publisher: 


Konami Price: 


£39.99 


Developer: 


ln-House Released: 


March 


Players: 


1-8 Game type: 


Basketball Sim 
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The current team is displayed between loading sections via some crude portraits. Here, 
the mighty Bulls have an invisible man on their team (he's a substitute) 
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fter a hugely successful 
jaunt on home computers 
and 16-bit consoles in the 
early nineties, Codemasters' Micro Mochines 
license (from the sweet ickle toys) was often 
used as a 'gameplay over graphics' analogy. 
The top-down racer looked quite normal but 
the fiercely competitive four player mode made 
it the essential party game. 

The PlayStation version took the game 
further, into the third dimension, with some 
characteristic polygons, a saucy female driving 
instructor and a cast of odd characters. The 
four player option remains, as does the core 
gameplay that established Codemasters' 
most famous game and one that influenced 
their slogan of 'pure gameplay'. Mini vehides 
race over breakfast, pool and school table,s 
complete with the hazards encountered with 

info 




each - sticky goo, milk, ball pockets and 
narrow ruler bridges. 

It might all seem a bit childish but it's 
also pleasantly addictive and a bit psychedelic 
in this PlayStation version, which is generally 
accepted to be the best version yet. There's 
even a training mode in the guise of a Oran 
Turismo style driving lesson and sectioned 
classes from Rookie to Wet and er, Wild. 

The real fun to be had though, is with 
the various power ups, such as the mallet, 
which appears on your car roof and allows 
you to crush others, or the glowing shield 
which, when activated, shoves nearby cars 
away - great for on the edge encounters and 
quite possibly the cue for much swearing and 
playful punch ups. 

Micro Machines V3 is a Duracell-like 
long lasting game - we're still partial to the 
multiplayer game even now. At £40 it was 
a very good proposition but at £20 it's an 
absolute steal, superseded in the Platinum 
range by only a couple of titles. TP 



The humourous options screen, which 
resembles a children's play set 



Pond Life - the level names are all puns, 
which are mostly good 
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Paul Phoenix is one of flie strongest 
characters hi the game 



Good players will ensure their 
opponents are often in the air 


here are only so many 
things you can say about 
Namco's groundbreaking 
sequel and unfortunately they've all been 
said. Of course, if you haven't heard them... 
well, okay, we'll tell you all over again. 

Tekken 2 broke the traditional Capcom 
stranglehold over the beat-'em-up genre and 
properly established all the traditional 2D 
beat-'em-up elements in the world of 3D. 
Kicking Virtua Fighter right into the middle of 
next week, the Tekken series is undoubtedly 
Namco's most important game after Pac Man 
and easily on a par with Ridge Racer. 

The coin-op relied on Namco's System 
22 boards which were essentially slightly 
enhanced PlayStation hardware. Because of 
this, the conversion was doser than any other 
game on the machine. The PlayStation version 
even went one better, with more secrets, a 



training mode and some stunning intros - 
not to mention the option of a remixed CD 
soundtrack to boot. 

Tekken 2s gameplay was and sbll is quite 
simply the ultimate open air, 3D, combo-led 
juggle fest ever to be burnt onto compact 
disc. The 24 standard characters, revealed 
after a couple of hours play - meant that 
two player games were always varied and 
the team battle (where you each select a 
team of up to eight fighters) proved that, 
some days, you could go without sleep. 

The graphics are still looking amazingly 
fresh even now, as we await the next game 
in the series and the bone crunching sounds 
remain the most cringeworthy this side of 
Resident Evil 2- all things considered, it's 
the best beat-'em-up on the PlayStation. 

If you've got a PlayStation, you now have 
an amazing opportunity to turn it into an 
arcade machine for just the cost of a Platinum 
game. If you're feeling flash and are er, a 
bit flush, then you could even pick up the 
£50 Namco arcade stick too, which really is 
a bit good TP 
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The flare that appears on contact is one 
of Tekken 2s strongest innovations. Here, 
Jun gets a right pounding from Wang, the 
elderly contestant 
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Formula I 
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ormulo 1 was a game 
many British Grand Prix 
fans anticipated back in 
the £299 days of 1996. With the promise 
of genuine sponsorship, strategy and Murray 
Walker, race fans were champing at the bit 
for the Psygnosis classic 

The simulation aspect of the game 
wasn't as evident as many had first suspected 
but Formula T s near perfect blend of arcade 
and simulation gameplay enthralled many. 
The whole experience of playing a proper 
Grand Prix was enhanced by some excellent 
sound effects, courtesy of the most extensive 
audio set up I've ever seen in a PlayStation 
game. The obligatory guitar soundtrack was 
surprisingly good too, with American guitarist, 
Joe Satriani, strumming the power chords 
to impressive effect. 

The graphics were detailed and neat with 
no pop-up or glitching and although there 
are no show-stopping graphics, the polished 
nature of the release did much to boost 
Psygnosis' reputation further, after the epic 
Wipeout had seen huge sales. 

The question many may raise about 
this Platinum release is that, although it's 


cheap, it has a '97 update. The funny thing 
is that the original is still the best, in our view 
and even if doesn't offer the genuine arcade 
mode of Formula 1 ‘97, it's still under half 
the price. 

Minor faults include some bugs, which 
cause some pit stop hassle shenanigans, 
but it shouldn't put you off what is the best 
rendition of the sport on the PlayStation - 
and is surely among the top five PlayStation 
racers. It's got all of the genuine, instantly 
recognisable tracks and the 1995 line-up 
of drivers and teams. Yet another highly 
recommended Platinum purchase and - 
blimey, another top score... TP 



Getting back on track after a spin calls 
for slow acceleration 



There is little pop up in Formula One - 
large stretches of road can be seen at 
once, which is genuinely helpful and 
allows regular overtaking 

mro 

Publisher: Psygnosis 

Rating Overall: 91 



Genuine sponsorships are pasted 
up all over the place 
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F t was bound to happen. Even 
though the PlayStation was 
hailed as the console made 
for culture, rather than a toy, it still found 
itself needing a fluffy mascot or console 
figurehead, in the style of Mario. While its 
earlier platformers, like Jumping Flash, had 
deliberately ignored a central character, going 
for original 3D gameplay, Crash (as we like 
to call him) was caught between 2D and 
3D, Pandemonium style. 

All the classic side-on platform cliches 
were used, albeit with some added gorgeous 
graphical touches, plus infuriatingly addictive 
into the screen boulder chases and hog riding 
expeditions. It wasn't very original, but the 
developers Naughty Dog had hype on then- 
hands and had polished the game as much 
as possible. Mario 64 wasn't released at the 
time and couldn't be used for 'inspiration', 
so the older 16-Bit Mario and Sonic games 
were used as a template - unoriginal as it 
may be, the lure of secret levels, bonuses 
and bottom bomb gameplay is still pretty 
fresh to some. 

Recent platform games such as Jersey 
Devil aren't as good as Crash and perhaps 
most tellingly, the sequel is near identical 



in gameplay terms to what's on offer here 
We're hopeful that we'll soon see better 
platformers on the PlayStation - Tomb 
Haider 2 towers above it if you consider it 
as a platformer and Gex 2 will offer some 
(almost) genuine Mono action. Until then, 
this is probably the best value platformer 
on the PlayStation. TP 


Publisher: EA 
Rating Overall: 


The levels are all either side 
scrolling or 'into' the screen 



Mario style plants and enemies 
abound in the world of Crash 
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Time Crisis . 90 

Cool Boarders 2. 100 
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Whether it's shoot-outs in 
a medieval castle or a day 
out on the piste (stop 
snigpering at the back 
there) with a load of 
people drinking Pepsi Max 
that gets you hot, we've 
got just the guide for you. 

Sony's spowboard 
extravaganza and Namco's 
definitive gun game tamed! 
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The king of all gun 
games takes the genre 


duck feature adds a whole 


takes you though the action 
step by step from the opening 
shots to the final frantic 
shoot out. Just like starring 
in your own action movie! 


Released 


Game Type: Light Gun Game 


Hidden Features Ratin< 


Time to Complete: Ten Hours 


Publisher 

SCEE 

Telephone: 

0881 505 505 
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Here is a quick walkthrough of the arcade 
story mode: 
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Things to try: Shoot the guns off of 
the tables, shoot the door on act two 
to shut it. 

Things to watch out for: Usual red 
soldiers, helicopter, car. 

Fairly easy. From the start, try to 
shoot the first three soldiers in three 
quick shots. On the next part, shoot 
the blue soldier who is either on the 
right-hand side behind the boxes, or 
the one who's dropping down from the 
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submarine, as you'll get a two second 
time bonus. Shoot the power soldier 
who appears, and he will blow up the 
submarine. Take out the remaining 
blue troops, then go to the next part. 

The brown soldier can be shot, but 
you have to be quick. Shoot the feet of 
the shield men, and get ready for the 
man running on from the right, as he 
gives you a two second bonus if you 
hit him before he reaches the boxes. 
Once through the metal grates, watch 
for the yellow man and the red soldier 
from the right. Take these out first, 
then the rest. 

Onto the final part, and all you have 
to do here is to shoot the box on the 
crate three times to clear the level. 

When you start the next act, you 
have to beware of the hooks that are 
above you. Hide to avoid these. Pick 
off the troops that are around the 
crates, and try to shoot the jumping 
blue man while he is still in the air as 
this gives you an extra two seconds. 
Shoot the rest of the troops here, then 
you have to shoot down. Try to take 
out the three men in three shots. Kill 
the rest, then when you go round the 
corner, aim left to shoot the red man 
first, then go for the other three. At 
the next part, there are two patterns 
that the computer may choose from. 
Either way, watch out for the red man 
behind the pillar, and shoot the yellow 
man who tries to run away to the left. 
Pick off the remaining men, and onto 
the next and final part of this act. Take 
out the rolling man first, then the man 
on the left, then the brown man who 
stands up. 

On the next act, try to take out 
the six enemies with six straight 




bullets. This is also the bit where you 
can shoot the door shut. When it opens, 
you only need to shoot the brown man 
to advance, but try for all three. Now 
take out all of the blue troops here, 
then the brown one, then start blasting 
the helicopter. Watch out for the two 
hand-to-hand soldiers that come down. 
Kill these, then get back to the helicopter. 

This next bit can be tricky. Always 
aim for the guys' heads here - and 
remember to kill the red guy first. 
When the car comes out, shoot at the 
windscreen three times to make it 
crash. On the next part, shoot the box 
at the bottom right of the screen to 
clear everyone out. Next, go for the 
enemies from the right, making sure 
to kill the brown man running for the 
big gun. Kill the shield men, then the 
power soldiers who come out from 
the castle. Finish off all of the rest, 
including the three shield men who 
again emerge from the castle. Now 
it's onto the boss. 



The main thing to watch out for 
here is the big gun at the back, 
not the one in the middle. If you 
can kill the brown man running 
towards it, you get a time bonus 



Hmm... very common. The bad 
guy gening blown up by his own 
bomb. All that remains now is 
for you to get the girl and live 
happily ever aner! 
























There are many different types of enemy 
soldiers, weapons and vehicles. Here is 
a brief description of them all: 

Name: Blue Soldiers 
Occurrence: 

Very common 
Retire Rate: Slow 
Danger Rating: 1/10 

These are very easy to kill. They will 
normally have a very slow refire rate 
and will very rarely hit you. Treat them 
with contempt! 

Name: Brown Soldiers 
Occurrence: Common 
Retire Rate: Slow/Medium 
Danger Rating: 3/10 

These troops normally trigger other 
troops to appear, so it's always worth 
taking them out fairly rapidly. They too 
will rarely hit you, but don't give them 
the chance! 

Name: Red Soldiers 
Occurrence: Frequent 
Refire Rate: Medium 
Danger Rating: 9/10 

The toughest type of 
troops, the red 
soldiers will nearly always hit you with 
their first shot. Make sure you're hiding, 
or better still, shoot them before they get 
their shot out! 

Name: Orange Soldiers 
Occurrence: Frequent 
Retire Rate: Slow 
Danger Rating: 1/10 

These are the nearest 
you get to bonuses. The quicker you 
shoot these, the more bonus seconds 
you get added to your time, from five to 
two. They are not a real threat. 

Name: Hand-To-Hand Soldiers 
Occurrence: Fairly frequent 





Retire Rate: Very slow 
Danger Rating: 10/10 
These troops get right 
in your face and swing 
very nasty weapons at 
you, such as baseball 
bats, axes, and varying odd club-like 
implements. They never miss, so take 
them out before anything else. 



Name: Power Soldiers 
Occurrence: 

Fairly frequent 
Retire Rate: Very slow 
Danger Rating: 10/10 



1 


These soldiers have weapons like 
grenades and rocket launchers and 
nearly always hit. Again, hide when 
necessary and kill them ASAP! 


Name: 

Machine Gun Troops 
Occurrence: Common 
Retire Rate: Very fast 
Danger Rating: 8/10 




These fire streams of bullets at you and 
are very hard to avoid. Hide until they 
have finished, then come out and blast 
them away! 


Name: Claw Men 
Occurrence: Rare 
Retire Rate: Very slow 
Danger Rating: 10/10 

Fast and agile, these 
critters bounce around then come right 
up close and slash you - and they never 
miss. Make sure you hit them all before 
they can slash, otherwise hide, then try 
all over again. 

Name: Sherudu Garu 
Occurrence: 

One off 

(Level 2 boss on 
arcade version) 

Refire Rate: Fast 
Danger Rating: 9/10 




Sherudu is very fast. He appears, flings 
some deadly knifes your way, then hides 
again. These knifes nearly always hit, so 
stay in the open and when he appears 
shoot him once then quickly hide. Repeat 
this pattern. 

Name: Wild Dog 
Occurrence: Rare 
(towards the end of 
level three on the 
arcade version) 

Refire Rate: Varies 
Danger Rating: 9/10 

Wild Dog uses twin pistols at first, which 
can be deadly accurate, and later on he 
uses a machine gun, which is obviously 
best avoided. Right at the end he uses a 
forward flip which will never miss unless 
you are hiding. 

Mechanical Enemies 
Name: Big Guns 
Occurrence: 

Fairly frequent 
Retire Rate: 

Very slow 

Danger Rating: 10/10 

These cannot be destroyed by you, but 
they have to have an operator, so the 
trick is to shoot the operator before the 
gun fires. 

Name: Car 
Occurrence: One-off 
Refire Rate: N/A 
Danger Rating: 10/10 




Shoot the windscreen three times to 
make it overturn. If you can't, hide. Plain 
and simple. 
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As soon as you start, kill the two grey 
men first, then shoot the orange one. 
When more drop, again take out the 
two grey ones, then the orange one. 
Aim at the top of the left pillar, and 
shoot the hopping orange ninja to 
finish this easy boss. 


This first act is very easy. Dust shoot all 
the troops you see, remembering the 
red ones must be shot first. The only 
tricky bit is when you get to the top of 
the stairs. Shoot a couple of bullets, 
then hide, then shoot a couple more. 
Use this method until they are all dead. 
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When you fall down outside, shoot 
the metal clip holding the girders in to 
clear the level. When you go inside, 
shoot the glass cases to give you a 
bigger target on the men. There is a 
red man here, so be careful. Also watch 
for a yellow man on the right-hand 
side. Clear these men, then when you 
start the next part, train your gun on 
the right-hand side of the screen. This 
way you can kill the shield men quickly. 
Now aim left for the yellow man. Take 
out the remaining men, especially the 
red man who will roll on the ground. 

When you go into the dark area, aim 
left for a yellow man, then take out the 
rest. When a blue man jumps up in the 
middle, kill him, then the next two, right 
to left. Kill the last two machine gun 
men and it's act complete. 

You are now on the bridge. Shoot 
the first batch in order of brown man, 
blue men to the right, red man, then 
the two shield men. When you shoot 
the right shield man on the next part, 
a yellow man will run from the right. 
Kill all the brown and blue men here 
to advance. 

When you get through the door, 
quickly kill the brown man before he 
turns around. Now aim at the shield 
men's' feet, then go for the man at 
the top of the screen. Kill him quickly, 
and then aim left for the yellow man. 


Yawn... you get the girl. Ho 
Hum. Now all that remains 
is for you to fly off into the 
sunset. It's just such an 
over used ending! 


Watch out for the round stones 
here. Wild Dog chucks a grenade 
that makes them roll towards 
you. Hide from them, then come 
out with guns blazing 
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Kill the rest, then on the next act aim 
up for the three easy troops. When 
you go round the corner, get ready for 
a quick-firing red man. Kill him, and 
then the others, and then it's onto the 
second boss 



This is the part of the level 
where you decide which route 
to take. Kill all of these guys 
quickly enough, and you'll go 
down the harder route. If not, 
it's the easy way for you! 


SheruauGani 


You need to have mastered the shoot- 
hide-shoot-hide technique. Shoot him 
once, then quickly hide. Now aim left, 
then right to kill the two grenade- 
lobbing soldiers. Shoot Sherudu again, 
hide, then aim left or right, shoot and 
hide, then take out the other enemy. 


Shoot Sherudu again, and onto the 
next part. Aim down right to shoot 
him, hide, then come out and shoot 
the six troops. Shoot Sherudu twice 
more and it's onto the final part. 
Shoot the three white men, then 
Sherudu again and then the heavy 
machine gun man first, then the one 
next to him. Keep your gun trained at 
thigh height to take out the rest of 
Sherudu's troops, then finally shoot 
him three to four more times and it's 
onto the next stage. 

SIEGE 3 

At the very start, shoot the helicopter 
as much as you can, as this will weaken 
it for later. Then take out the men, 
starting with the power soldiers. When 
you shoot the blue man who appears 
on the right-hand side, a red man will 
appear on the left. Clear all of these, 
including the hand-to-hand soldier. 

This next bit is tricky. Take out the 
brown and blue men first, then get 
ready for the red man who is working 
one of the guns. Kill him, then the 
next lot of blue and brown men, then 
the yellow one who runs away, and 
finally the last red man. The next part 
is very short: shoot the man working 
the gun, then the one on the right for 
a time bonus. Now the helicopter you 


weakened earlier returns. Blast this 
until it falls. Now shoot the ankles of 
the two shield men, then be prepared 
for a couple of normal troops, and the 
three power soldiers. 

When these are dead, you go inside 
- get ready to hide as you have to 
shoot three red soldiers at the same 
time. Do this, then get ready to shoot 
a blue and a brown man who run across 
the screen. When you kill the blue man 
who is behind the pillar, a red man 
comes out. Shoot him and the rest of 
the blue soldiers, and it's onto the next 
part. Try to shoot the blue man before 
he can hide, and get the brown man 
running across. When all are dead, 
watch out as a red man will appear. 
Next, shoot the four blue men before 
you hide from the block, then take out 
the last two. On the next part try to take 
them out with eight straight bullets, 
then it's up the steps. 

Now things get tricky. Shoot the 
white soldiers, watching out for the 
grenade thrower. If you don't shoot 
the last two soldiers who run from 
the right, they carry over to the next 
part. Get the yellow soldier, then the 














solution 



next grenade man, then the white men 
coming down the poles, and onto the 
next part. Shoot the five white men, 
then quickly the red man. Get the extra 
time, then take out the remaining men, 
including the red soldier. 

The next bit is fairly easy - as 
long as you take out the red man 
and the claw soldiers first. Now go 
up in the lift, and watch out for the 
slicing axe blades. Shoot the men as 
they are on their way down from the 
windows above. 



This varies -the first part will either 
be very easy, or he will shoot at you 
every time! Shoot him seven times, 
then it's onto the next part. Here, take 
out the shield men, then the red man, 
then the grenadier, and finally watch 
out for Wild Dog himself. A lot of the 
power soldiers will come from above, 
so keep your gun trained there. 

When you get to the last part, just 
keep your gun blazing away at a steady 
rhythm, and dodge his grenades. Shoot 
Wild Dog just twelve more times and 
it's mission complete! 


1HG 
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There are many 
different routes 
through the 
PlayStation-only 
levels of Time Crisis. 
Here is a quick map 
of the different 
routes available: 

lEUELt 
— JBBLBBBB 

Things to try: Shoot the stick holding 
the piano lid up 




Things to watch out for: 

The red troops that show themselves, 
hide, then appear again 

Possible Exits: 

Shopping Centre - 

Finish the level normally, taking your 
time as you go 

Ballroom - At the end of the level, kill 


Ah , the arcade. My favourite 
place! All of the machines here 
can he shot, but why waste 
them? Oh yeah, watch out for 
the red soldier on this bit 
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Things to try: 

Shoot all the glass. 

Things to watch out for: 

Lots of up-close soldiers. 

Possible Exits: 

The Arms Factory - After the rubbish 
chute, blast the control cabin of the 
crane. Go down the hole 


To get an extra life, you have 
to have 40 straight hits - no 
misses. Of course, you can 
pump an enemy with up to 
three bullets, and crates still 
count towards the 40, but 


helicopters and cars do not. 


instant 

clears 
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all the enemies before the lift door to 
your left closes. 

From the start, kill the blue man on 
the right first, as this will trigger other 
men to come out. Then shoot the orange 
man who comes out from behind the 
pillar to get the time bonus, then take 
out the rest of the blue men. Get ready 
for the blue man from the left, then the 
one in the distance on the right. Now 
quickly aim down right for the red man 
that appears. Remember to always take 
these out quicker. Clear the remaining 
men, then onto the fountains. 

This is fairly easy, as all the men 
here fire slowly. Take them all out, then 
into the hotel. It's still easy - the only 
thing here that could cause you some 
concern is the men at the top of the 
stairs. Take out the yellow man for a 
time bonus and then clear the rest of 
them away. 

The next part can also be awkward, 
as the men are fairly small. Watch out 
for the red man from the bottom left 
- get him early. Shortly after this, you 
appear next to a lift. This is your first 
choice of route. If you want to go to 
the ballroom, kill all the enemies that 
appear quickly. If not, take your time. Try 
to take out the first five blue men first, 
with five bullets, then the yellow man at 
the top left. Mind the red men at the 
bottom and right in front of you. 


There are certain objects 
which, if hit three times, will 
wipe out every enemy on 
that part. These are: 


1) Explosive box on the 
forklift truck at the end of 
the first stage, first act. 


2) The explosive box on the 
bottom left of the ground 
near the start of stage two, 
first act. 


3) The clip holding the steel 
girders on the right side of 
the final screen of the first 
stage, second act. 


4) The box in the middle of 
the floor on the special 
game, in the parking lot. 


-r -- UMj 
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The Parking Lot - 
Finish level normally 

From the start, take out the two 
brown men who are right in front of 
you, then clear the rest off. Watch 
out for the machine gun man who 
appears from the right. Dispatch him, 
then be prepared for lots of brown 
men, and the red man from the right. 
At the next area you can shoot the 
glass to give the enemy less things to 
hide behind. Clear all these troops, 


especially the red man from the left 
and again just after from the right. 

On this next area you have to be 
quick as all the men are very near to 
you and won't miss them very often. 
Watch out for the two red men who 
come from the right. 

Onto the next part, and be quick 
to take out the sure-hit men, such as 
the rocket soldiers and machine gun 
men. After falling down the garbage 
shoot, kill all the soldiers down here. 
Nothing too tricky. 

Now the next part is where you 
can choose your route. Either shoot 
all the men normally to go on to the 
parking lot, or blast the glass in the 
control cabin at the top middle of the 
screen to go on to the arms factory 
section instead. 
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Things to try: 

Shoot the arcade machines and the 
glass cabinets 

Things to watch out for: 

Men hiding behind the arcade 
machines, red men blending in with 
the red background 

Possible Exits: 

Swimming Pool - Kill the electric boss 
in under 45 seconds 
Arms Factory - Kill the electric boss in 
over 45 seconds 

From the start, take out all the 
enemies already there and watch out 
for the red man who appears from the 
left. When the brown man sticks his 
arm out, you can shoot it for a two 
second time bonus. 



Take out the yellow man who runs 
across the top for more time bonuses, 
then the red man who rolls out from 
the right. Kill the remaining men, and 
it's onto the next part. There are a few 
red soldiers here to take out urgently, 
and watch out for the bars at the back 
- these will block your shots. On the 
next area, watch out for the red men 
who can blend into the background, 
and catch you unawares. 

Onto the arcade, you can shoot the 
machines and blow the screens up. 
Pointless but fun. Watch out for the 
red man in the middle. Once this is 
cleared, you advance further. Kill the 
yellow man for more time, then watch 
for the soldiers bursting through the 
window and the red man at the bottom 
left. The next area has you shooting 
upwards, which can prove tricky. Things 
to avoid here are the red man at the 
top left, and the machine gun man 
bottom right. 

This is the first appearance of the 
red balaclava man, who's just as accurate 
as the normal red soldier. Kill everyone 
here, and it's time to get Kantaris herself. 
Unfortunately, she has a bodyguard... 



This is a very tough boss, and also a 
choice of routes. When he goes all 
shadowy, you can't hit him. Learn his 


patterns, and pick him off when he 
stops moving for a second. Watch out 
as he will appear right in front of you 
and slash you. He also fires out some 
sharp spinning blades, which need to 
be hidden from. This normally come in 
groups of three, so be prepared to 
keep hiding. 

LEUEL4- 

THEHRmS 

FHGTORR 

Things to try: 

Shoot the computer screens near the 
start and the power cable 
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Things to watch out for: 

Grenade men, rolling troops, red 
balaclava men who karate kick you. 
Possible Exits: 

Lounge: Finish the end level without 
hitting the big warheads in the 
background 

Parking Lot: Shoot the warheads 
more than twice. 

From the start, blast all of the 
brown men, taking out all of the 
screens if you feel particularly 
destructive. Watch out for the 


dark red men in balaclavas. These 
count as normal red soldiers, so kill 
them early. After about eight to ten 
brown soldiers you progress to the 
next level. 

There are two red men to kill 
here, and the brown men are now 
getting more mobile, diving around 
on the floor. Take your time, and 
pick them off one by one. The next 
part has quite a few red soldiers, 
mainly from the right. Watch out 
for men appearing from inside the 
plane. Kill all of these, then onto 



the next bit. Quickly shoot out the 
escaping yellow man for some extra 
time, then keep your gun trained on 
the top right of the level. This way 
you can get the second yellow man, 
and as the gangsters jump down 
from the top left, you can shoot 
them as they land. Now onto the 
next part, and remember that you 
can shoot the grenades in mid air, 
but the sensible way is just to hide 
when they are thrown. Take all of 
these enemies out, then head onto 
a tricky bit. 

This time you'll be shooting 
downwards - which always looks 
slightly different. Watch out for 
the grenade men, but other than 
that this should not cause you any 
real troubles. 

Shortly after this, you'll jump 
down, and now have another choice 
of routes. If you shoot the warheads 
twice or more, you go to the easier 
parking lot level. 

If you want to go to the lounge, 
you have to pick off the enemies 
very carefully without shooting the 
warheads. This is very tricky, but 
presents you with a much harder 
challenge should you accomplish it. 



Things to try: 

Picking off the enemies at the back 
with one clean shot 

Things to watch out for: 

Power Soldiers in the distance 

Possible Exits: 

Lounge: Towards the end of the 
level, a bunch of orange soldiers will 
try to run off - let most of them 
escape to reach this section 
Heliport: Kill most of these orange 
soldiers instead, letting very few 
remain alive 
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Things to try: 

Shoot the explosive box on the floor. 

Things to watch out for: 

Lots of red soldiers 


Possible Exits: 

Easy Ending 

Keep your gun on the right side of 
the passage, as four troops will come 
from here, including a red soldier, so 
be ready to hide if he fires. When you 
go into the next room, take out the red 
soldier at the top right before the brown 
men. Another red man will appear from 
the same place, and another two just 
after, carrying power weapons. Kill all of 
these, then onto the next part. 

Here, just blast the crate that's in 
the middle of the floor, and it'll explode, 
clearing the level. Carry on, taking out 
the red men that appear around the 
tank type thing, and just after this you 
have to fight the robotank. After you 
kill it, shoot the red men that appear, 
then the brown ones, and when you 
see a red car start driving for you, 
blast it as many times as you can. 
Kantaris is in here, and if you don't 
make her crash then I'm afraid you 
won't finish your mission successfully - 
so make sure of it. 


RoSatonh 


A very easy boss. Keep your gun 
trained on the windscreen of the 
tank, and just keep on keep blasting. 
Hide when it goes crazy with its 
guns, then pop up and shoot. Hide 
again when it fires its rockets, and 
when it charges at you. 

Dust remember to keep on blasting 
at the windscreen and eventually it 
will die... 


LEUEL7— 
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Things to try: 

Shoot anything glass. 

Things to watch out for: 

Soldiers that drop down right in front 
of you... lots of red soldiers 

Possible Exits: 

Medium Ending 

When you get to the boss area, 
remember to take out the red men 
first, then the normal ones nearest 
to you. Aim at the shield characters' 
feet, as these are the first things to 
appear when they start shooting. 

The actual boss is the huge metal 
robot. You have to shoot the lights 
in the middle of it. The guns that it 
fires out first aren't that deadly. 
When it rushes you, appear, shoot, 
and hide again in between swipes. 
Watch out for its super machine gun 
that will hit you if you aren't hiding. 
When it scuttles off, you can't hit it 
until it comes back. Stay hidden at 
the start as it fires its super machine 
gun. When it rushes you, this time 
stay hidden. Don't come out as it is 
too fast. Keep shooting the lights, 
and eventually it will die, and give 
you the medium ending. 
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HELIPORT 

Things to try: 

Surviving! 

Things to watch out for: 

Lots of red soldiers, the rockets from 
the plane. 


Possible Exits: 
Hard Ending 



From the 
start take 
out the 
shield men 
in the order 
of right, left, 
middle, then 
quickly dispatch 
the red soldiers. 

After the brown man 
has rolled across, be 
ready for another 
two red men. Kill 
all of these, then 
get ready for a 
hand-to-hand 
soldier who drops 
down, and there 
are another two 
red soldiers 
behind him. Clear 
all of these, then you 
will nip down the hole to 
hide from the plane. 

From now on, whenever 
you get the chance, blast the 
plane. Hide from the missiles 
and heavy machine gun fire that 
it uses, and take out any men that 
appear first, then get back to the 
plane again. 

After 30-40 hits, it will crash, and 
you get the cut scene of Kantaris 
escaping. Unload three clips into it 
and it will crash, and you will have 
successfully completed Time Crisis: 
Special Mode! 
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Well, this is it. The 
most comprehensive 
guide to Cool Boarders 2 
you're likely to lay your hands on. 

This is snowboarding the easy way. 
You can do it sitting down, you don't 
have to spend £500 getting the cool 
clobber and you don't get cold - unless 
your central heating's packed up. 

So read on and your route through 
the mountains will be a cool one! 
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Publisher: 

Sony 

Telephone: 

0881 505 505 

Players: 

Two 

Courses: 

16 

Hidden Features: 

4/5 

Memory Card: 

One Block 
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This is the first course in the game. Here you have a chance to brush up on your old skills and learn some new ones. The 
course has five easy jumps for you to get used to your board, your rider and the new control tweaks. 

Avoid the tree on the right of the first jump, 

dump 1 - A large spin with a small grab e.g. a 1060 Fresh Fish. 

dump 2 - Try something a bit bolder here, like a Fakie to Misty 360. 

Avoid the buildings in the town, there is a sharp left and then a right-hand turn at the bottom. 

dump 3 - You can pull a Misty off here but the run up makes it very difficult to manage. Instead go for a spin then add a 

grab - 900 Stale Fish. 

dump 4 - Right after a tight comer - until you are familiar with it go for a Shifty 900. With more experience you'll be able 

to get a Flip or even a Misty in here. Lean forward for a tight comer into the tunnel. 

dump 5 - Pull a big trick to end, try a large Flip 360 Mute Grab. 

Trick to Beat - Fakie to Misty 720 Shuffle to Stale Fish - 1024 points 
Time to Beat - 1 '35'880 
Total to Beat - 5996 
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REPLAY 


Next up are a set of tight turns followed by logs on the course - jump 
over the logs. 


Dump 3 - A bonus jump that will come after a slight dip. Do a 
small grab and a big spin to set you up for the next jump. e.g. 
Method 900. 


Dump 3 - flip or a Misty and a turn as soon as you land. 
Beware of the cliff edge. Lean forward to take the comer, don't 
edge it. 


Dump 4 - Last jump so go big, try a Fakie to Backside 900. 


Trick to Beat - Fakie to Backside 1620, Stalefish to Shifty - 858 points 
Time to Beat — 1'44'520 
Total - 6238 points 




The second course is a faster and more engaging course giving you a glimpse of things to come - it has faster, 
longer run-ups to jumps allowing for better jump and grab combos. 


Dump 1 - A lot of room so switch to Fakie, now try either a large spin with two tricks, e.g. Shifty to Stiffie or a 
Misty to Method. 

A set of hard chicanes follows, so lean forward and edge your way around the comers. 

Dump 2 - Take the left-hand side and Lien Air 1260 to Nose Grab. 
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Reflexes are pushed to the limit in this downhill treefest. Trees litter the course, as 
the name would suggest, so you will need to look carefully to see what you are 
about collide with. A branch won't give any trouble, but a trunk will floor you. 

3ump 1 - The only easy jump in the level, go for big points - Misty 180 Indie Grab. 

Keep away from the left of the screen, it's a cliff face. 

A sharp turn and black ice follows, keep close to the barriers. 

Jump 3 - Go for a Misty Nose Grab 900. 

Look for straight lines through the trees. 

Jump 4 - Avoid the left-hand side or you'll miss the jump. Try a 
900 Shifty. 

Jump 5 - This is a big air Jump - Fakie to Backside 900 - 
Shuffle to Stiffie. 

Trick to Beat - Fakie to Misty 360 Shuffle to Stalefish. 

- 922 points 
Time to Beat - 1'36' 151 
Total to Beat - 5371 



Freestyle 

Freestyle gives you a good 
chance to check out your 
board and rider to find 
the one that suits your 
style of snowboarding. 
Take the opportunity to 
expand your range of 
tricks and your knowledge 
of the tracks. 


Ranking 

Boo - no trick is made 
Uncool - succeed in doing 
the trick but don’t land it 
Good - under 600 points 
Great - between 601 and 
700 points 

Excellent - between 701 
and 800 points 
Unbelievable - between 
801 and 900 points 
Fantastic - over 900 points 
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With long approaches to the jumps, this course will give you the opportunity to try out 
new and more daring stunts to get onto the leader board. 


1 - A lot of room, so do a Fakie to Misty, Stiffie 180. 


2 — Plenty of runway, pull off a 1080 Melancholy to Method. 


Dump 3 - Something a bit challenging 
Fakie to Back Flip Lien Air . 


Watch out for the sudden gaps in 
the floor! 


Dump 4 - Not much room, so try 
a shallow spin with Grab Fakie 
720 Mute Grab. 


Trick to Beat - Fakie to Misty 
1440, Shifty to Method - 
1369 points 

Time to Beat - 1*51 880 
Total to Beat - 7334 


REPLAY 
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This is the stuff that you'll find 
yourself skimming over most of 
the time. However, occasionally 
you will find ice and powder 
snow on the course. 


Pouiaer Snout 


Powder snow is not packed down 
at all and is found at the bottom 
of jumps that don't get much wear. 
This stuff is annoying as it'll slow 
you down a treat. Powder's only 
advantage is that it's easier to 
steer your board on. 


Ice will speed up your board a lot 
in any given direction, which can 
work for you, as much as against 
you. If you are going straight down 
a steep ravine it can help to 
improve your time, if you are 
trying to turn you will need to 
use your edging technique more. 
Its major downside is that you 
cannot see it - its up-side is that 
it can speed you up. 


BIOGhlGO 


This stuff is generally found on 
cliff edges. Once you have drifted 
on to it, it can be very hard to 
get back on course. Dust like the 
regular ice, it can speed you up 
and impede turning, only more 
so. You can see the black ice but 
if you stray onto it that won't 
help you much. 
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This is a fast-paced course packed 
with many obstacles. 

You'll do well to score here at all 
- keep the tricks simple and shallow. 
Line yourself up with the walls so you 
are straight before executing the jump. 

Jump 1 - Fakie to Misty 180. 

Jump 2 - There is not much room 
before the comer, go for a flip to 
Lien Air. 

Keep to the middle of the track to 
avoid a sheer drop. 

Keep a straight line right down the 
middle of the gully and lean 
forward to get around the 
tight comer. 




less CODE 


Here is a selection of what your rider will be 
wearing on the Alps this winter 


Jump 3 - The best jump on the track, 
execute a Misty Lien Air 180. 

Jump 4 - There are trees on the 
ground as you exit, so just do a 720 
Stalefish to get by. 

Jump 5 - Keep to the left of the 
trees or you'll miss this jump 
entirely - Misty Stiffie to finish. 
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Jump 2 - A lot of height and room, fly a Misty 180 
Mute Grab. 


Watch the blue fence at the bottom, it will knock you 
over then delay your recovery. 


Jump onto the large pipe - it's a short cut. 
Gently edge your way down the ravine. 

Jump 3 - Spin and jump with a 
small grab, Lien Air 720. 


Beware of the cliff edge. 

Watch the posts, decide your route before you enter. 
Ride straight between the two pipes. 


Trick to Beat - Fakie to Backside Misty, 540 Shuffle to Mute Grab - 854 points 
Time to Beat — 2'10'480 
Total to Beat - 5148 


Stay on one side of the pipe or risk launching into a wall. 

Jump 4 - Be sure to make this jump or fall into the gap - 
720 Melancholy. 


Go through the middle of the two pipes sticking out of the snow - don't hesitate, 
once you've made your decision, stick to it and remember - indecision kills. 

Jump 1 - Not a lot of height or room, so do a shallow jump with a quick grab. e.g. 
360 Shifty to Shuffle. ^ 



Now Loading 
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While the game is 
loading you can take 
the time to leam new 
tricks, or just master 
old ones. Alternatively 
you can look at the 
box out on the left! 


Now Loading... 


Now Loading.. 
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Black ice, steep courses and tight comers are what you'll have to contend with on this Approach the fourth jump in a straight line. Back Flip to Indie Grab, 
run. The black ice really makes a difference to the handling of your board as well as 

your speed and balance. Beware as usual of black ice on the edge of cliffs. Jump 4 - After a comer Fakie Back Flip to Shifty. 


Jump 1 - A long steep approach and a short ramp make this ideal for a big trick - Jump across the two cliff face bends. 

Fakie to Misty Indie Grab 180. 

Trick to Beat - Fakie to Misty 1440 Tail Grab Shuffle 1140 points 


'Rock hop' the boulders to get past without any wipeouts but ease up for the comer Time to Beat - 1'40'001 Total to Beat - 6789 points 
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Jump the gap, take this comer very tight to avoid the trees and house. 
Jump 1 - A short run up and a shallow drop Shifty to Indie 360. 

Cut through the trees in straight lines. 

Jump across the gap in a straight line, no tricks. 

Jump 2 - Misty to Tail Grab 180. 

Jump 3 - Fakie to Misty 360. 


Trick to Beat - Fakie to Misty 720 Lien Air to 
Stalefish - 995 points 
Time to Beat - 6875 points 
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Yaggi is great for the inexperienced to use, when getting used to 
the tracks. With a medium amount of balance and a fair jump 
capability, he can pull off some good moves. His quickness and 
technique are good, but he's let down by his max speed and power. 


This guy is a strict speed demon. His balance, quickness and 
technique are low with a fair jump, but his power and max 
speed are very good great for straight races - poo 


~ the trick front. 
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Bass 

Boss has the best stats out of all the players, with no weak points. 


Dreg 


This is a friendly little extraterrestrial that has 
/ just popped to Earth for a bit of snowboarding 
action. He has honed his skills nicely 


Another all-rounder, she has average ^ 

jump technique, quickness and 
power, but her balance +W 

sucks, making landing 

i some jumps with her a v ™ ^ 

^ bit too difficult. ifff 

\ inn 4jjs 

V lrin is a top snowboarding girl, all 
& she lacks is top speed and power, / : ^ . 

but she more than makes up for it 
f in her other attributes. A good candidate for 

both freestyle and big air - lrin rules supreme over 
her female comrades in this game. 


and has impressive stats that are only 
let down by his power and top speed. 
However, the circular board he rides really lends 
itself to impressive spins, and linked with Grabs 
and Misties these can really rack up the points. 


snatuman 


This boarder is the same as the 
original Snowman in Cool Boarders 1. 
He has great speed and power 
but no balance whatsoever - 
which is a bit of a downer for 


someone who's strapped to a 
carbon fibre plank, embarking on 
a journey down the side of a steep and snow 
covered mountain. 
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REPLAY 


The key to making your way safely 
through the ruins is to try to keep to 
the right-hand side of the course - 
you will come up against some large 
boulders that you will not be able to 
jump over. The best two jumps are 
the last two, and this is where you 
will make up your points. 

Dump 1 - Go for a shallow jump with 
a big spin or two grabs: 1440 Tweak 
to Mute Grab. 

Go around the right side of the large 
rock to line up the jump. 

Dump 2 - A long spin with a simple 
Grab - 1800 Shifty. 

Stay on the right-hand side of the 
brown walls. 

Dump 3 - Fakie to Misty Shuffle 180. 

Keep to the right-hand brown wall to 
avoid the cliff. 

Dump 4 - Go for a big spin and then 
a small grab. 

Dump 5 - Get a big spin and a big 
Grab - 1440 Melancholy. 


IRQ 
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There are two routes through the many 
winding paths in the cave - we'll give 
you the less difficult way to beat this 
tricky course. 

Take the left-hand cave - lean 
forward all way down the runway. 

Jump 1 - Execute two small grabs: 
Shifty to Lien Air. 

Keep to the middle of the course to 
get over the thin bridges. 

Jump 2 - Get a large spin and two 
grabs Mute to Method. 


Go down the left cave and keep to 
the right-hand side - jump up the 
wall to reach the next section. 


Jump 3 - Big jump with a large spin, 
Grab-Hop the gap, get onto the thin 
bridge and jump through the waterfall. 
Clear the gap and jump off the cliff. 


Bear in the Forest 


Stay in the middle to clear the thin 
bridge safely. 

Jump 4 - Fakie to Misty 180. 

Jump 5 - Fakie to Misty 360 to Mute 
Grab Shuffle. 



You can score anywhere on the Board 
Course. If you manage a trick that is 
the equivalent of 300 points, execute 
balance mode (rail slides) or landing 
on cars, lorries and barrels. We will 
guide you through the marked jumps, 
and some of the better unmarked 
jumps as well. (All these jump have 
been done) 

Jump 1 - Go for a large spin and a 
grab - try a Indie Grab 2880. 

Jump 2 - Fakie to Misty 720. 

Jump 3 - (Quarter Pipe) You can get 
at least three successful jumps off the 
quarter pipes. Go for small grabs, plus 
spins and Misties. 

The Cliffs - There are three main 
cliffs that drop in a stepping motion. 
Step One - Fakie to Misty Indie Grab. 
Step Two — Jump high and get two big 
grabs - Indie Nose Bone to Tweak. 


Step Three - Make a big spin and two 
grabs - Lien Air to Tail Grab 1800. 

In the board park, avoid the jumps 
but land on the barrels, trucks and cars. 
For the last jump, go for spectacular - 
try a Fakie to 1880 Misty Nose Grab. 

Half Pipe 

The scoring system on the half pipe 
is made from five factors - standard 
manoeuvres, amplitude, landing, 
rotation, and technical merit. You get 
marked out of ten for each of these, 
so the top score is 50 points. 

The key to getting high scores is 
variety. Here's how it's broken down: 

Standard manoeuvres - 
This grades your grabs, not spins. The 
amount and difficulty count here. 
Rotation - 

Grades your spins - add a grab for 
more points. 

Amplitude - 

Grades jumping speed and height. The 
closer to the lip you jump, the better 
your score. 




In order to get up the Snowman character you will need to attempt the Bear in the Forest hidden slalom course successfully. We 
haven't included all the trees here, or you wouldn't be able to see the slalom, so you will need to take the comers as a reference 
to the specific slalom points. To get the character you will need to pass through the six slalom markers. If you get it right 


O Tree 

O Bear 
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Landing - 

This grades your landing. For the best 
points land parallel with the heading. 
You'll lose a lot of points for wiping out. 
Technical Merit - 

Grades above four categories. Scores 
will be reduced if you continue to 
attempt the same stunt repeatedly. 

mar 

You have just one chance to make the 
biggest impression on the judges 
possible. The scoring works as follows: 
Speed - Max score 25 points 
Spin - Total sum of spin, both 
horizontal and vertical 
Fakie - 40 points, succeed at any trick 
while riding Fakie. 

Grab - Points for a grab. The longer 
and faster the grab, the better the 
score. No set limit (aim for 350 points). 






Distance - Travelling one metre will 
give you one point 
Landing - Your score here will vary 
depending on your landing angle at 
the time of impact. The maximum 
score is 150 points. 

The grab to do is an Indie Nosebone 
to Tweak. 


toe Fang 


A standard jump, well suited to flips 
and Misty jumps. 

Trick to beat: 

Fakie to 2700 Shuffle to Melancholy 
— 1253 points 


Ice Fang has a raised left-hand side 
and lends itself heavily towards Misty 
jumps with large rotation scores and 
complex grabs. 

Trick to Beat: Fakie to 3240 
Melancholy to Stalefish - 1460 points 

man’s roe 

A long slope onto the quarter pipe 
makes this ideal for multiple Shifties 
and long spins, with a grab or two for 
good measure. 

Trick to beat: Misty 2160 Melancholy 
to Shuffle - 2151 points 
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Tam PumSmwa 


1 would like to start a subscription to 
1 understand prices include all postage and packaging 


Send 12 issues for the price of 10 


to ME at the address below 


esB.Bo 


(£65.00 elsewhere in Europe) 


* to A FRIEND at the address below 


l enclose a cheque/postal order payable to RAP1DE PUBLISHING for 
Please charge my □ VISA □ ACCESS □ MASTERCARD 


Signature: 


Expiry Date: 


Please start my subscription with issue number: 


Subs Dept, Total PlayStation Magazine, Rapide Publishing, 1 Roman Court, 48 New North Rd, Exeter, EX4 4EP. 
Alternatively, call our credit card hotline to place your order on 01392 495155 


Mr/Mrs/Ms Initials: 

Surname:- 

Address: - 


‘Friend's details 


Mr/Mrs/Ms Initials: 

Surname:- 

Address: - 


Postcode: . 
Tel. No: 


Postcode: 


Tel. No: 


Please ensure you fill in both address boxes if ordering for a friend 
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For those players who need that little extra help in their gaming pursuits, we have the 
answer. Practice makes perfect, or on the other hand you could cheat, whatever you 
prefer. We suggest you cheat - it's much easier! 


77#7 


s 

Square 

X 

Cross 

0 

Circle 

T 

Triangle 

L 

Left 

R 

Right 

U 

Up 

D 

Down 

LI, L2 = 

Left shoulder 

buttons 

R1, R2 = 

Right 

shoulder 

buttons 




Dam Fames 

Cheat Menu 

Enter L, 0, X, R, 0, X, D, 0, X during play. 

FignungFome 

On the main menu press L, S, 11, R2 to get 
Stage Select and lnvinciblity cheats. 

Suiagman 

Invincibility Cheat: 

Pause the game and press 0, S, X, S, 0, S, 
0, S, T, S, 0, X 0, S, T, S 


UR Baseball 37 

Move to the credits option and press S, 0, 

S, 0, T. If successful you should end up back 
at the previous menu. Start the game and 
you'll be playing in a field of com. 

alien Trilogy 

Enter the code "1gOtp1nk8c1dbOOtsOn" fto 
get unlimited health, ammo and all of the 
available weapons. You can also choose 
where to start in the game. 

The code is easy to remember, think of: 
1 got pink acid boots on. 


Biooagmea: 
Legacy of Halo 


Enter these codes on the inventory screen. 

All TMV: 


L, R, S, 0, U, D, R, L then Select 

Blood refill: 

U, R, S, 0, U, D, R, L then Select 

Full magic: 

R, R, S, 0, U, D, R, L then Select 


Bust-tt-maueF 

Character Select Screen: 

Start a game in puzzle mode and when the 
map screen appears, press L, L, U, D, then 
press 11 + L2 + R1 + R2. 


30 Continues: 

Press L, R, R1, R2, LI, L2, U and D at the 
options menu. When the timer appears, hit 
the X button as fast as possible - you can 
obtain up to 30 continues. 

Different Puzzles: 

From the title screen, press R1, U, L2 + D. 
A small green bird should appear, when 
you start the game, the words "another 
world" will appear... 


colong Blais 

Passwords: 

Commander*3effer - Level Select 
Hestas*Retort - Invincibility 
Memo*X33RTY- Infinite Missiles 
Tranquillex - Infinite Laser 

cammaneann 

conguer 

Ion Cannon Cheat: 

Pause the game and press R, D, L, L, D, R, 

R, D, L, X, S, T. 

commons ana 

conquer 

neaniert 

Level Codes: 

Soviets 

Mission 2: 17DCOSMN6 
3: 9BX42S0N6 
4: DV7REQEYU 
5: P310DOGZF 
6: LZ9A6PQTF 
7: PDXOEONF 
8: T3BBP207W 
9: XNB40MPR] 

10: 59E6FGD5P 
11: 17VQRL7ZH 
12: 3UM43G10S 
13: 59EEWHYQT 
14: 081WKSCKW 

Allies 

Mission 2: CEA9HV54X 
3: HSHWGN76Z 
4: RMK1WM2VE 
5: FE7HSPG42 
6: 5R5D1GVBZ 
7: 9G1860S39 
8: HXX8B0SV7 
9: 9BXMD4C1B 
10: D9EFYLFP 
11: LZRNGMMLP 
12: 17VLVGV3V 
13:10D0BDIM3 
14: VOXOUARY 
15: XN3PYVA7Y 

To input the following codes, go into the 
sidebar. The symbols in the codes mean the 
team symbols on the sidebar. Press 0 
between each one to confirm. 

Extra $1000-S,S,0, X, T, 0 
Nukes-0, X, 0, T, S, T 


Win-X, S,S, 0, T, 0 

All gold turns to people -X, 0, T, T, 0, X 

Destruction Derby £ 

Passwords: 

MACSrPOO will give you all the tracks! 

After you type it in you will have to go back 
and start a new practice race to play the 
new tracks straight away. 

CRED1TZ! should show you some neat 
animated credits of the main programmers, 
artists, and so on, 

ToNyPaRk should show you a video of all 
the credits and some nifty FMV playing in 
the background. 

Fane To Bloch 

Level Codes: 

Level 1:S,0,T,X, 0, S 
Level 2: T, 0, X, 0, S, X 
Level 3: X, 0, X, 0, T, X 
Level 4: X, S, T, 0, 0,T 
Level 5: S, S, T, X, X, T 
Level 6: T, X, X, X, X, C 
Level 7: 0, 0, T, X, T, X 
Level 8: S, S, X, X S, S 
Level 9: T, X, X, T, 0, T 
Level 10: X,T,S,0,T,X 
Level 11: 0, S, X, X, S, X 
Level 12: X, T, X, S, 0,X 

Felony 11-73 

Access New Vehicles: 

360 - Complete game under hard difficulty 
level with over £2.5m 
Tank - Complete Metro City with no money 
and no damage 

FI racing car - Destroy the displays on the 
left wall of the shopping area in Metro City 

crane men ante 

At the name entry screen, enter BSTARD for 
all weapons, all ammo and a level select or 
CHUFF to remove all the police. 

inaepenseneeaau 

Plane Select: 

Enter your name as MR HAPPY, then pop 
to the game selection screen and enter: 

L, R, S, 0, T, T, D 

Invincibility: 

Enter your name as LIVE FREE then go to 
the game selection screen and tap: 

L, R, S, 0, T, T, D 









mini rips 


Cheat "Menu: 

Enter your name as DAB DAB then go to 
the game selection screen and press L, R, S, 
0, T, T f D 

machine Hunter 

Various Cheats: 

Infinite Ammunition 

At the Main Menu screen, enter: 

0, 0, 0, 0, Li, 0,11, LI, 0, LI, 0, LI, LI, 

0, LI, 0, LI, LI, LI, LI 
Infinite Energy 

At the Main Menu screen, enter: 

0, LI, LI, LI, 0,11, 0, 0, LI, 0, 0, 0, LI, 
LI, LI, LI, LI, 0, 0, LI 

Level Cheats 

At the main menu screen, enter the 
following codes: 

Level 1.2: SQDZF05TD 
Level 1.3: HYM7G0DECM 
Level 1.4: EPPGHOXWDQ 
Level 2.1:154FHOD5BF 
Level 2.2: E94FHOLLKD 
Level 2.3: MHLFHODTCM 
Level 2.4: ALLFHOXGPU 
Level 2.5: BDNDHOLLPU 
Level 3.1: 5SBGH0XIKJ 
Level 3.2: E9GGH0D1QH 
Level 3.3: 9FODGOLZDD 
Level 3.4: SKAGH09P40 
Level 4.1 :DD0BNN9FCM 
Level 4.2: EYMDH0P7BF 
Level 4.3: DQNFH0T7BF 
Level 4.4: 7G9DAOMOCE 
End Sequence: 6H9DAOQJ2F 

mean warrior B 

To activate these cheats, enter the following 
codes as passwords: 

Dump Dets: 

#YXO/A >YOL 
Unlock missions: 

T>XO/AXA>= 

For overweight Mechs: 

#0X0/A»0/ 

More ammo: 

TOXO/AX>TU 

Invincibility: 

##XO/A> 

micro machines U3 

These can be entered at any time during the 
game. To cancel them just re-enter the code: 
Big bounce: S, R, R, D, U, D, L, D, D 
Double speed: S, X, 0, S, T, X, X, X, X 
Explode all cars: X, T, 0, S 
DeBug Mode: S, U, D, D, S, 0, 0, T, X 

When in Debug Mode: 

Quit Race: Select+ X 

Move Camera: Select + Directions 

Look at a different car: Select + L1/R1 
Move camera in/out: Select + L2/R2 
Turn player's car into drone: Select + S 

monster Truchs 

All to be entered on the main menu screen: 
Bigger Trucks: LI, R2,12, R1, U 
No Damage: L ,L ,L, U, D, LI, R2 


Sticky Cars: L, LI, R2, R1, L, R2, R2, R2 
Next Checkpoint: Li, LI, R1, R1, L2, L2, 
R2, R2 

meta Racer 

All codes must be entered on the first Moto 
Hacer screen. 

Pocket Mode 
U, D, R2, L2, D, U, L1,X 
Normal Tracks in Reverse Mode 
L, R, L, R, S, 0, R1, Li, T, X 

All Ten Tracks 

U, U, L, R, D, D, S, R2, T, X 

All Tracks in Reverse 

D, D, R, L, U, u 0, L2, T, X 

Race at Night 

U, 0, Li, D, T, L2, S, L, R1, X 

Slow Computer Bikes 

D, D, D, 0, LI, S, L2, D, D, X 

nees Far specs F 

To drive as the various secret vehicles, enter 

the following codes at the password screen: 

DEPME: Deep 

LCME: Long Car 

WAGOME: Station Wagon 

TREXME: T-Rex 

OUTHME: Outhouse 

TRAMME: Tram 

QUATME: Secret Car 

BNZME: Benz 

CRATME: Crate 

LOGME: Log 

MAZME: Mazda 

VOVME: Volvo 

BEETME: Secret Car 

ARMYME: Army Truck 

BUSME: Bus 

L1M0ME: Limo 

SEM1ME: Semi 

SNOWME: Snowplough 

BUGME: VW Beetle 

VANME: Van 

Pansemanium 

Go to password and enter the following: 
EV1LDEAD: immortal enemies 
TW1STEYE: rock'n'roll 
1NAND0UT: just visiting 
THETH1NG: mutant mania 
HARDBODY: can't touch this 
BODYSWAP: gender bender 
0TT0F1RE: permanent weapon 
VITAMINS: life of the party 
CORONARY: hearts aplenty 
TOMMYBOY: full tilt 
CASH DASH: speed greed 

Raiiu cross 

Various Cheats: 

All these cheats are to be entered via the 
high score table or the new season name 
input screen. 

Heavy cars: stone 
Light cars: feather 
Low-gravity: float 
Increases tyre size: fat tires 
No wheels on your car: no wheels 
Win the rookie season: vet me 


Win the veteran season: im a pro 
All cars and all tracks: weeoo 

RapiS Racer 

Where you usually enter your name, use 
the following. 

_J)oa: Access to all the craft 

_qak: All craft become ducks 

hurr: You get the new, faster Hurrican craft 

frac: Fractal Generator. This allows you to 

make your own courses. 

_day: Makes all the day tracks accessible 
_nit: Makes all the tiight tracks accessible 
trim; Makes all the mirror tracks accessible. 
Winn Whenever you quit a race, you 
automatically win it. 



General Cheats: 

At the main menu, move the cursor to 
ADVANCED and hold R on the D-Pad 
- the word will turn green. Now during 
the game any ammo you pick up will be 
doubled. If you do the same thing on the 
Resident Evil 2 demo, you will have the 
option of choosing between normal and 
rookie modes. 

RohotrunH 

To gain the extra weapons, enter these 
codes at any time during the game. Each 
code must be entered quickly, and they can 
only be entered five times per stage. 

Flamethrower: D, R, D, R, 0 
Four-way weapon: D, D, U, 0 
Pulse wave: U, 0, D, R, S 
Shield: D, L, S, 0 
Three-way weapon: R, R, S, X 
Two-way weapon: U, T, U, T 

RoscomcQueen 

Level passwords: 

Laundry 2: Fluffy 
Laundry 3: Sweaty 
Auto 1: Hotrod 
Auto 2: Grease 
Auto 3: Bigend 
Harolds 1: Smelly 

speesster 

Enter any of the following codes on the 
title screen: 

Hidden track: X, U, T, D, R1, LI 
All of the high performance cars: 

U, L, R, X, 0, S 

All reverse tracks: L, T, R1, 0, LI, D 
Super championship: R, S, L, 0, U, X 

Street Fighter 
coiiecuoh 

On Street Fighter Alpha/Zero 2, press Start 
on the following characters to get their 
alternative version: 

Ryu, Ken, Zangief; Dhalsim, Sagat and Bison/ 
Vega - incidentally this also gives him back 
his normal psycho crusher. 

This will give you the characters' original 
versions, complete with no super bars! 


IJTMUrfrM 

me lost 
maria 

Level Skip: Enter this code on 
the password screen - there 
sorted, straight to the T-Rex 
stomping and killing action. 

S, X, O, T, T, X, S, O, T, O, X, S 

swagman 

Invincibility cheat: Pause the 
game and press: O, S, X, S, 

O, S, 0, S, T, S, O, T, 0, S. T, S 

Tamo Raiser 

Level Skip: Enter the 
following code on the 
inventory screen: 

L2, R2, T, LI, LI, O, R2, L2 
All Weapons and Ammo: 

Enter this code on the 
inventory screen and then 
go back to the game before 
checking out your new jam- 
packed inventory: 

LI, T, L2, R2, R2, L2, 0, LI 

narh Forces 

Cheat Menu: Enter the 
following during play: 

L, O, X, R, O, X, Down, O, X. 

Rage Racer 

Reversed Tracks: Select Race 
Start and press and hold: 

LI +R1 +Select+Start 


Tohua 

tot™ 

Get 9,999,999 Points 
When the Genki logo appears, 
on controller two press and 
hold down: 

Start L1+L2+R1+Down until 
the title screen comes up. 


if terms 

Special Weapons: 

Go to the weapons screen. 
Press the S+X buttons 
simultaneously, eight times. 
Now some of the standard 
weapons should have been 
replaced with some 
Banana Bombs, Sheep 
Bombs and a minigun. 
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Write-On 



@ AM ESTER 



Anything you want to get off your chest, this is the place to do 
it. So put pen to paper (and remember to mark your letters 
'Write On 1 , okay) and you could win any of a wicked selection 
of peripherals from LMP for your troubles! Anyway - on with 
this month's selection... 


Keep up the good work and keep your 
price pegged at a reasonable £2.95 

K. Fallons, Milton Keynes 

The offer was subject to availability 
but to be honest. Virgin, who dealt 
with the mail-out of the discs weren't 
quite prepared for the sheer volume of 
requests. Rest assured - for subsequent 
offers the cupboards will be far better 
stocked in readiness! 

Pineapple Dubes 

At the ripe old age of 481 have recently 
purchased a PlayStation. My children flew 
the nest some years back but it just goes to 
show how one misses joining in the games 
- the click of the joypad and the graphics! 

At my time of life I'm more into adventure 
games than shoot-'em-ups but 1 do admit 
to owning Tekken 2. 

I've looked around at many of the various 
magazines and yours does seem to be one 
of the better ones available, but l have one 
small gripe Whichever magazine you look 
at, the latest mega-priced forthcoming game 
is featured or a walk through guide is provided 
for a recently released one. Not everyone 
wants to, or can afford to keep splashing 
out the dosh. 

I'm sure 1 am not alone in asking whether 
anyone is going to spare just a few pages 
to review or print hints, tips or guides for 
some of the good old Platinum games now 
available, such as Fade to Black, Rayman, 
Worms etc. Us old newcomers to the scene 


Sponsoreaby: 


because nobody knows for sure when 
the game will be ready. 

2. Not at the moment. 

3. Point Blank is looking pretty 
smart but other than that, you're right. 

4. Depends on your opinion. 

5. Doubtful. 

nniseea Bails 

While 1 was pleased to see that your 
latest exclusive demo disc offer is for two 
interesting games. Bloody Roar a nd Red 
Alert, 1 have to advise you that 1 never 
received the demo disc for Street Fighter 
EX+ Alpha, which was requested a couple 
of days after the publication of volume three, 
issue one. Can you help please? 

This apart, I do find the quality of your 
magazine is of a much higher standard than 
your competitors - though the use of tiny 
print on coloured backgrounds makes some 
articles difficult to read - not all your readers 
are youngsters with 20/20 vision. 


Bela Betties 

1 love your magazine and 
think that it's the very best 
PlayStation mag around. Please 
publish my letter because it would mean a 
lot to me. Here are some questions for you. 

1. Why do so many PSX mags have very 
different ideas about when Tekken 3 is going 
to be released? 

2. Are there any cheats for Castlevania ? 

3. Do you agree with me that-there 
are no decent lightgun games apart from 
Time Crisis ? 

4. What is the worst PlayStation game 
and what is the best? 

5. Is Jedi Knight: Dark Forces 2 coming 
out on the PlayStation? 

Jonathan Wilson, Newcastle 


1. Software developers are always 
notoriously unreliable and games are 
always slipping back due to various 
delays. The truth is we're all speculating, 
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Write a top letter and win yourself a lovely Gamester Analogue Wheel & Pedals kit 


I feel compelled to write to you after a recent visit 
to my local software shop and reading the reviews in 
your magazine. 

I'd be the first to admit that the PlayStation has a huge 
selection of games but it seems that the vast majority are 
sub-standard and certainly not worth buying. I'm amazed 
that software companies have not yet realised that only 
games that are good and have had time spent on them 
sell well. You only have to look as far as Final Fantasy VII 
or Tomb Haider II (two of the best selling games ever) 
to prove my point. 

1 currently own the aforementioned games as well 
as Grand Theft Auto and FIFA '98 and feel that there's 
nothing else in the way of new titles worth buying. I'm 
sure you must agree with these points, because if you 
refer back to issue 26 of your own magazine, you'll see 
that the average rating for a game is between 60-80%. 
I'm afraid this is not good enough these days - with 
Final Fantasy surely setting a standard that we should 
expect from 90% of games at the very least. £45 quid 
is too much to pay for a pile of old tosh. 


Therefore, it seems logical ^ 

that software companies 
should stop being lazy and 
unimaginative by making 
boring racing games and 
beat-'em-ups. This isn't fair on 
the paying public, considering that if the 
company decided to produce a high quality game every 
couple of months (maybe much more as 1 don't know how 
long it takes to make a game) they'd sell so many. 

It's time the public stood up for themselves and 
stopped the companies making a fast buck. 

Graeme Gilchrist, Glasgow 


ups etc. It's called 
personal preference. A 
PlayStation game will take 
an average of around two years 
to develop, from conception to final code, so you 
can't expect games to be churned out or you'll be 
compromising quality even more. Also, to say 
90% of games should be of a similar standard to 
FFVII is a bit unfair when it's considered among 
the greatest games of all time - but 1 see your 
point. Of course, we always hope and strive for 
more quality but that, unfortunately, is the nature 
of the beast. 


There's always good and bad in any market, 
and that's why you have to read Total PlayStation 
to find out what's worth shelling out for and what 
isn't. Games like FFVII, GTA and Tekken 2 are all 
obviously must-haves, but many genres appeal 
only to certain people. For example not everyone 
is into strategy, first person shooters, beat-'em- 


Long live RPGs, beat-'em-ups, racing 
games, adventure games and strategy games 
- but not flight sims. 

Ben Krefta, Rochester 


probably missed these items many moons 
ago when they once fell into the category 
mentioned above. 

Should you feel this humble offering 
worthy of print, 1 must admit a good use 
could be found for one of those joypads. 

Colin Johnson, Osbaldwick 


Since completing Resident Evil: Director's 
Cut a few days ago and trying to complete 
it in advanced mode (which is too hard for 
my liking) 1 can't wait for Resident Evil 2 to 
come out. 

Isn't FFVII a truly excellent game? 1 
completed it a few weeks ago and now my 
life doesn't seem the same, but then that's 
what 1 said after completing Zelda and 
Secret of Mana on the SNES. Do you think 
that maybe more RPGs are going to be 
released over here soon, after the FFVII 
craze is over? 

Could you give me a release date for the 
Tomb Raider 2 expansion disk which I've 
been hearing rumours about? 

Do you think 1 should buy Bushido 
Blade, Metal Gear Solid, Resident Evil 2, 
Breath of Fire 111 and Tekken 3 ? 


There are already several RPGs in 
the PlayStation pipeline - the most 
promising of which are Breath of Fire III 
from Ocean (a top game, exclusively 
reviewed by us in this issue) and 
Psygnosis' Alundra. 


Check out the back issues for older 
guides. Alternatively be patient, as we Ye 
planning a cover-mounted Platinum game 
guide in the not-too-distant future. 


Jelly Beans 


Pint Pots 


1 am a first time writer and 1 would just 
like to say that your mag rules! 

First of all 1 would like to mention that 
most of your readers seem to be spoilt brats! 
They all seem to have around 20 games and 
own both the PlayStation and the Nintendo 


Firstly l would like to say that TP vol 
three, issue three was brilliant - 1 don't 
usually buy mags which are sealed up but 
as soon as 1 noticed the Resident Evil 2 cover, 
and the promise of a free CD, I couldn't resist. 




Letters 



64.1 don't have the money to do so and 1 
only have a small number of games. Because 
of this any advice on which Platinum games 
are the best will be gratefully received. 

Secondly could you tell me if there are 
any plans to convert Championship Manager 
from the PC to the PlayStation as my friend 
has it and it kicks ass! 

Mark Good, Whitley Bay 


Attack of the green-eyed monster, eh! 
Wipeout 2097, Soviet Strike, Die Hard 
Trilogy- just a few of the top titles out 
on Platinum. As for your other question, 
there were plans for a version of CM - 
called CM All-Stars - pencilled in but it's 
unlikely it'll ever happen. The problem 
is the amount of data which would 
somehow need to be saved onto a tiny 
memory card - the PC game used about 
20Mb per saved game, compared to the 
one Mb available on a standard PSX 
card. However Premier Manager '98 
from Gremlin is looking very nice indeed. 


BlacHJacHs 

1 have a PlayStation. So what, say you - 
so have thousands of others. Yes but how many 
will be pensioners this year, like myself? 

1 started with a NES then moved up to 
a Megadrive then a SNES. 1 must say that 1 
think the PS is the best thing since sliced 
bread. The mags are good too, but 1 can't 
find the information 1 need. Can you help 
me -1 have completed Casper many times 
but 1 don't know what to use the fan on. 
I've tried it in many places but to no avail, 
and my grandsons can't help me either. 

My favourite games at the moment are 
Crash Bandicoot, Croc, Jersey Devil and 
Rayman. The next game for me will be Gex 2. 

G. Ingham, Newark 


Blimey, are you our oldest reader? 
If anyone out there is older, do write in. 
On the Casper front - one of the nasty 
uncles has bad breath. You need to use 
the fan to blow his bad breath away. 


BHROmeWHOF 

BOOL Rules 

Once again it's time to 

check the faithful old TP Large 

barometer, to find out what's 

in with the in crowd and j-lnim 

what's out for the count. 

We want to hear your 

opinions so get 'em down Naff 

on paper and send 'em in 

right away. Go on, shoo! Bites 


nugos 

I've had my PlayStation for exactly one 
year now but some months ago my parents 
moved us out into the middle of nowhere. 
Out in the middle of nowhere there's no mains 
electricity and everyone has a generator at 
the back of their garden. What they don't 
have PlayStations. Our dad decided to save 
fuel and money by only turn our generator 
on in the evenings, including weekends and 
only when it is getting dark. This has severely 
restricted my gaming time, as most evenings 
1 am busy. 1 used to get around this problem 
by spending all of my Saturday playing games. 
Not any more. 

My main aim in writing was to see if 
anyone could come up with any ideas to 
help me, or if anyone out there knows of a 
battery back-up device to power both my 
PlayStation and TV. 

Also, since not being able to play my 
PlayStation as much, I've turned to reading 
magazines such as yours. When reading 
your letters section, 1 couldn't help noticing 
the poor quality, crap letters. There are streams 
of people asking for cheats for games, which 
have been printed dozens of times before. 

Another thing that really annoys me is 
when people go on about their PlayStations 
being better than N64s and Satums. That 
decision should be left to the consumer, not 
some loudmouthed brat. And the same goes 
for videogame censoring - it's up to the 
person playing the game to decide whether 
or not it's too violent. 

I've had my whinge and said what 1 
wanted to and probably wasted much of 
your precious time in doing so. 

Thomas Bertins, Nettleham 

Looks like youYe stuck there, matey. 

sugar mice 

Before 1 got my PlayStation in December, 
my best friend got one in 1996. He had all 
the top games, as he swapped them regularly. 


Our new ABC sales 
figure of 67,311 - we're 
the biggest unofficial 



World Cup fever and 
the amount of footy 
games around 

Jealousy of a certain 
rival magazine 

Game Com 



Working 24hrs straight to 
finish this mag 


When he knew the N64 was coming out 
he sold his PlayStation and bought one. 
Occasionally we swap consoles for a couple 
of days or so. He has most of the top N64 
games: ie Goldeneye, Duke Nukem, Lylat 
Wars etc and I have some good games too, 
ie GTA (my Mum bought it for me) Time 
Crisis, Tomb Raider l and 11 etc. 

When we swap back 1 feel like kissing 
my PlayStation and hugging it, because IVe 
missed it so much. The N64 is crap compared 
to the PlayStation. The only good thing about 
it is how quickly it loads. The PlayStation 
has a better variety of games and better 
magazines - ie Total PlayStation. If any 
PlayStation owner is considering buying an 
N64, don't! 

John Swanick, Chorley 

Quite agree. If you can afford it 
there's something to be said for owning 
both consoles but if it comes down to 
a straight choice, there is no choice. 
PlayStation rules! 
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u ana h Tips 




Total PlayStation's gaming skills are once again ready to be put to 
the test by any troubles that you may face. If you've got a problem 
and no one else can help, if you can find them, maybe you could 
write to the TP Team! 




The BIBOS 
connection 

You have the best mag there is! 

Anyway, enough talking - I've got three 
questions for you: 

1/ Are there any cheats available for 
Fighting Force? 

2/ Are there any cheats for Tomb 
Haider 2? 

3/ The last one, when is Tekken 3 
coming out and how much will it be? 

Nelson West, Wimbledon 

1/ On the main menu press L, S, LI, H2 
to get Stage Select and Invincibility cheats. 



2/ All Weapons 

During the game, hold H2 and 
sidestep left, then right, then left, then 
step backwards, then forward. Next release 
walk and turn Lara around three times in 
any direction, making sure you face the 
same way as you were when you started, 
then jump backwards and press the roll 
button almost immediately. This gives you 
5000 ammo for every weapon, plus 50 
small medipacks and 50 large medipacks. 

Level Skip 

During the game, hold H2 and then 
sidestep left, then right, then left, then 
step backwards, then forward. Next you 
must release walk, and turn Lara around 
three times in any direction, making sure 
you face the same way as you were when 
you started, then jump forward and press 
the roll button almost immediately 

3/ Sometime in the third quarter; 
although an official release date has yet to 
be confirmed and it's exactly the same story 
for the price. 

crashing ttrouna 

Are there any cheats or passwords for 
the first Crash Bandicoot? 1 have been stuck 
on the fifteenth level for ages! Thanks. 

Kris Rutherford, Hampshire 

Super Password 

t,eeex,s,eeet,s,x,eo,eee 

0,S, TX,X,X,X 


Gives you access to all levels with a 
complete set of keys and gems 

Lara interest still? 

1 haven't long had a PlayStation and 
don't know many cheats, so please could 
you give me the level skip and ammo 
cheats for Tomb Haider. 

Nathan Whyte, Grimsby 

Level Skip 

Enter the following code on the 
inventory screen: 

L2, H2, T., LI, LI, Q H2, L2 

All Weapons and Ammo 

Enter this code on the inventory screen 
and then go back to the game before 
checking out your new inventory: 

LI, T., L2, H2, H2, L2, 0, LI 

TeHhen tns time 

How do you get the hidden characters 
in Tekken 22 

Colin Mackay, Ketty 

Play through the game with each of 
the default character s to gain all of the 
sub-bosses. The rest are a little trickier, so 
pay attention. 

Kazuya Mishima 

First acquire all of the sub-bosses by 
completing the game using the ten original 
fighters. Now play through using a sub-boss. 
Once you've done all of this, Kazuya will 
be yours. 

Devil And Angel 

Complete the game with Kazuya. Now 
these two characters will be added. 

Roger And Alex 

There's an easy way to get Hoger and 
Alex. First you must ensure that all players 
are selectable - and that includes Kazuya, 
Devil and Angel. Now all you have to do is 
go to practice mode and do one ten-hit 
combo with any character. 

Make sure that you turn off the tool 
bar at the bottom of the screen where you 
can see the buttons to press, otherwise it 
won't work. When it's activated, you should 
hear the word ’great'. 


Crisis time? 

Are there any tips available for Time 
Crisis? Thanks 

Simon Culley, Birmingham 

All you have to do is turn to page 90 
for a complete solution. 

ilou’re oeomeo 

I got Doom for Christmas and 1 was 
wondering about something. On the Slime 
Pit 1 found a door which 1 can't get through. 
Could you tell me were the key is to open it? 

Tom Cat, No Address Given 

Here's a complete set of Doom cheats 
to make the task in hand a little easier: 

All Weapons and Ammo 

Pause game, press: 

X, E LI, U, D, H2, L, L 
Invincibility 
Pause game, press: 

D, L2, S, HI, H, LI, L, 0 
Level Warp 
Pause game, press: 

H, L, H2, HI, T,L1, 0,X 
X-Ray Vision 
Pause game, press: 

LI, H2, L2, HI, H, T, X, H 
Map All plus Objects 
Pause game, press: 

E E L2, H2, L2, H2, HI, 0 
Map All 

Pause game, press: 

E E L2, H2, L2, H2, HI, S 

theme Pam lire 

1 think your mag is great! Could you 
please print some cheats for Theme Parkas 
1 am always bankrupt! 

1 only get up to £500 per day at the 
most, so a cheat for infinite money would 
be most helpful. 

Cheers, mate. 

Matthew Patterson 

When prompted to enter a nickname, 
type in Bovine. Later in the game, press 0, 
S and X at the same time to get loads of 
cash. If you don't think you've got enough, 
just repeat the trick again. 














aea Tips 


power tips 

Please could you give me any cheats for 
Adidas Power Soccer, Destruction Derby and 
Ridge Racer? Thank you and I'm looking 
forward to next month's issue. 

Edward Irvine, Belfast 

1/ Adidas Power Soccer 
female Commentary 

For some amusing (and alternative) 
commentary try this cheat from Psygnosis; 
whilst the game is in progress press SELECT 
and then select AUDIO. Now simply select 
COMMENTARY and press 0 and S. 

We don't want to give too much away 
but you should notice some extra commentary 
choices. Pick one and enjoy! 

2/ Destruction Derby 

Enter your name as any of the 
following at the password screen: 

REELECT! - Ruined Monastery track 
(Practice mode only) 

! DAMAGE! - Indestructible 

3/ Ridge Racer 
Extra Cars 

When you load up the game, you 
could be forgiven for thinking the stage of 
Galaga is just there to keep you amused 
whilst you wait for the real action to begin. 
Wrong! It's there for a reason - if you can 
manage to destroy all the ships in the short 
space of time you have, then you 'll gain 
access to eight new cars. 

Mirror Mode 

To race on a track that is the mirror 
image of the normal one, after the start 
of the race, turn around. On the normal 
tracks this must be before you get onto the 
main straight. On the extra courses this 
must be before you get to the first bend. 
Now accelerate as quickly as possible and 
drive through the brick wall in front of you. 
You'll now be able to carry on around the 
track, but what was a right hand turn will 
have become a left one and what was a 
left turn, will have become right. 

Bauble u-ratea 

1 have recently bought X2 and have 
found it very hard to play it and can only 
get to the third level. 1 was wondering if 
there are any cheats to help me out. 

Erich Clearly, No Address Given 

To use these cheats, enter them on the 
password screen. 

Eight Credits: 267776 
Nine Ships: 220969 
Start on Level Two: 713948 
Level 3: 900277 

Level 4: 213490 

Level 5: 866141 

Level 6: 321904 

Level 7: 196861 

Level 8: 040186 

Level 9: 841003 


a mu afsunsnme 

1/ Do you have any cheats available 
for Rayman? 

2/ Are there any cheats that you know 
for Cool Boarders ? 

1 hope it's not too much, thanks. Great 
mag - keep it up. 

3essie Burgess, Somerset 

1/ Rayman 

Unlimited continues 

When you are at the continue screen 
and you have between zero and three 
continues left, press U, D, R and L. You'll be 
awarded ten continues for your efforts. 

This tactic can be employed every time 
you run low on these handy little things, so 
you'll never have to worry about 'em again. 

Level codes 

The following codes are only for the 
European version of the game: 

Band Land, Allegro Presto: 

IGNSZ36N9X 

Blue Mountain, Twilight Gulch: 

PJNJFIQ29P 

Blue Mountain, Hard Rocks: 

Z7WOZ3QTEP 

Picture City, Pencil Pentathalon: 

Z8N8P36D6P 

Picture City, Space Mama's Crater 

Z8WOZ5QNOZ 

The Cave of Skops, Crystal Palace: 

VPN8PI646Z 

The Cave of Skops, Eat at Joe's: 

P1N07I6NSZ 

The Cave of Skops, Mr Skops' Stalactites: 

FGN83562SZ 

Candy Chateau: 

FJSJIC620P 

2/ Cool Boarders 

High Pitched Announcer 

To give the chatty commentator a high 
pitched voice, enter the options menu and 
press the select button until you hear a 
sound - your next race will be accompanied 
by a squeaky commentary! 

sequel problems 

Is there a cheat for Destruction Derby 
2, so that the car doesn't get any damage? 
Please print all the cheats for Toshinden 2 
in the next issue. 

Neil Houghton, Manchester 

7/ There aren't any invincibility cheats 
on DD2 but here are the cheats that we have. 

MACSrPOO will give you all the tracks! 

CREDITZ! will show you some neat 
animated credits of the main programmers, 
artists, and so on. 

ToNyPaRk will show you a video of all 
the credits and some nifty EMV playing in 
the background. 

2/ Toshinden 2 

Easy Overdrive Moves 

To do any of the characters' overdrive 


moves, wait until the overdrive meter fills up, 
then press L1+L2+R1+R2 at the same time. 

Play As Bosses 

Go to the title screen. As the title screen 
text is coming in from the left-hand side of 
the screen, quickly press LI, L2, T, R1, R2, 

S on controller one -you'll hear a chime if 
you've done it correctly. 

Now wait for the title screen text to 
come onto screen from the left-hand side 
again, then press S, R2,R1,X 12, LI on 
controller two. To access the four hidden 
characters, highlight the random box and 
hold down the SELECT button. 

sauisaiuaaan 

1 just can't suss out how to get all the 
secret characters on the excellent Soul 
Blade - and it's not like I'm cack at games 
or anything! 

Brian Gale, Lancs 

To Play As Soul Edge: Beat Arcade 
Mode with every character using any 
difficulty settings 

Sophitia!: Obtain all of Sophitia's 
weapons in Edge Master mode 

Sophitia!!: Obtain 70 weapons in 
Edge Master mode 

Siegfried!: Obtain all of Siegfried's 
weapons in Edge Master mode 

Han Myong : Obtain all of the above 
and finish Arcade mode with Seung 


cum 

CRHBHIT? 

To contact the team, put your 
gaming woes on a piece of 
paper and send them to the 
address below - and who 
knows, we might be able to 
sort you out! 

Q and Tips, 

Total PlayStation, 

Rapide Publishing, 

1 Roman Court, 

48 New North Road, 

Exeter, 

EX4 4EP. 



Buggin farmuia 

I'm in love with Formula 1, but a mate 
told me that there is a cheat to race as 
buggies, just like in RRR. Is this true, or is 
my mate full of it? 

Justin Evans, Leeds 

It's true! Try these: 

(Note: These codes must be entered 
on the Practice, Qualify, Race option 
screen while holding down select) 

Bonus track: (shaped like a car) 

L, 0,0,T,T, 0, U, R 

Bike Mode: 
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D, U, 0, T R, U,S, T 
Buggy car mode: 

R, U, T, L, U, 5, T 
Gibberish mode: 

L, Q U, D, Q R, 0, S, S 
Lava track mode: 

S, 0, U, R, R, a X 















Plaustatlan continues us struggle ts 

bring gau an up to eats ana mug Bompiunenslue 
guise is euerg Plaustatlan release so far... 


Title Publisher Genre Plyrs Comment Score 


Ace Combat 2 

Sony 

Flight Sim 

1 

An enjoyable arcade flight sim 

78 

Actua Golf 

Gremlin 

Sports 

1-4 

One of the PSX's premier golfing sims 

80 

Actua Golf 2 

Gremlin 

Sports 

1-4 

Excellent, with totally daft commentary! 

90 

Actua Ice Hockey 

Gremlin 

Ice hockey sim 

1-4 

Desperately average despite the Olympic license 

71 

Actua Soccer 

Gremlin 

Footie Sim 

1-4 

Once king of footie sims, still a fine kick about. 

82 

Actua Soccer Club Edition 

Gremlin 

Footie Sim 

1-4 

Up to date teams and players but little else 

68 

Actua Soccer 2 

Gremlin 

Footie Sim 

1-4 

Return to form for Actua - football at its best 

91 

Adidas Power Soccer 

Psygnosis 

Footie Sim 

1-4 

Footie with added special moves, oh dear! 

60 

Adidas Power Soccer '97 

Psygnosis 

Footie Sim 

1-4 

Same game, new teams. Pretty poor 

49 

Agent Armstrong 

Virgin 

Shoot-'em-up 

1 

Interesting platform shooter - mindless fun 

80 

Air Combat 

Namco 

Right Sim 

1-2 

Dull conversion of boring arcade flight sim 

57 

Air Race 

T-HQ 

Racer 

1-2 

Dreadful racer with aircraft and little else! 

62 

Alien Trilogy 

Acclaim 

Shoot-'em-up 

1 

Super first person shooter. An engrossing dassic 

53 

Alone In The Dark 

lnfogrammes 

Adventure 

1 

Ancient PC 3D adventure 

66 

Area 51 

GT Interactive 

Shoot-'em-up 

1-2 

Light gun blasting coin-op. Linear gameplay 

69 

Ark of Time 

Take 2 Interactive 

Point and click 

1 

Perhaps the worst game you'll see on the PlayStation 

25 

Armoured Core 

Sony 

Shoot 'em up 

1-2 

Slightly vacant 3D mecha romp which is too short 

65 

Assault Rigs 

Psygnosis 

Shoot-'em-up 

1-2 

Battle Tank spin off, mirroring Tron 

68 

Aquanaut's Holiday 

Sony 

Under the sea 

1 

Breaking new ground in sub-aquatic adventure 

54 

Auto Destruct 

EA 

Racer 

1 

Enjoyable racer with an added bonus - combat 

80 

BallBlazer Championship 

Virgin 

Future Sport 

1-2 

Update of the classic C64 future sports sim 

68 

Battle Arena Toshinden 

Sony 

Beat-'em-up 

1-2 

Graphically pleasing but shallow 3D beat-'em-up 

58 

Battle Arena Toshinden 2 

Sony 

Beat-'em-up 

1-2 

Follow-up fails to sort out its original flaws. 

47 

Battle Arena Toshinden 3 

Sony 

Beat-'em-up 

1-2 

Improvement over predecessor, but not that great 

53 

Battle Stations 

EA 

Strategy 

1-2 

Fighting game using warships. Hmm 

56 

BLAM! Machine Head 

Core 

Shoot'em-up 

1 

Interesting 3D shooting, bizarre visuals - not bad 

72 

Blast Chamber 

Activision 

Future Sport 

1-4 

Multiplayer mix of platforms and puzzles. 

78 

Blazing Dragons 

BMG 

Adventure 

1 

Lacking in the polish and wit of its rivals 

64 

Bloody Roar 

Virgin 

Beat-'em-up 

1-2 

Enjoyable beat-'em-up from Hudson 

83 

BRAHMA Force 

JVC 

Shoot-'em-up 

1 

Imagine Doom meets Jumping Flash 

80 

Broken Sword 

Sony 

Adventure 

1 

Engrossing point 'n' click affair 

73 

Bobble Bubble 

Acclaim 

Platform 

2 

Teaming up of two classic platform adventures 

62 

Bushido Blade 

Sony 

Beat-'em-up 

1-2 

Square redefine the beat-'em-up 

85 

Bust a Move 2 

Acclaim 

Puzzle 

2 

Addictive and deceptively simple puzzler 

89 

Castlevania 

Konami 

Platform 

1 

Fans of the series will lap this up 

80 

City of the Lost Children 

Psygnosis 

Adventure 

1 

Adaptation of the cult French movie 

80 

Clock Tower 

ASCII 

Adventure 

1 

Leisurely paced point and click adventure 

61 

Colony Wars 

Psygnosis 

Shoot-'em-up 

1 

Space-based blend of strategy and blaster 

91 

Command and Conquer 

Virgin 

Strategy 

1 

PC strategy romp, relocated to the PlayStation 

89 

Contra: Legacy Of War 

Konami 

Shoot-'em-up 

1-2 

Top down shoot-'em-up, with nostalgic charm 

57 

Cool Boarders 

Sony 

Snowboarding 

1 

Limited snowboard racer 

73 

Cool Boarders 2 

Sony 

Snowboard sim 

1-2 

The best game version of the sport currently available 

92 

Crash Bandicoot 

Sony 

Platform 

1 

Platformer mixes 3D and 2D scroll action 

85 

Crash 2 

Sony 

Platform 

1 

Yes, it's the further adventures of Crash 

78 

Critical Depth 

GT 

Shoot-'em-up 

2 

Twisted Metal underwater 

68 

Criticom 

Virgin 

Beat-'em-up 

1-2 

Weapons-based 3D combat romp 

65 

Crow 2: City of Angels 

Acclaim 

Adventure 

1 

Great looking but shallow fighting game 

50 

Crypt Killer 

Konami 

Shoot-'em-up 

1-2 

Crap light gun game. Arse of highest order 

10 
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mean? 


And your starter for 
100 ! 

A brief run down on the 
truth behind 
Total PlayStation review 
scores: 

95-100 Beyond Compare 
90-95 Essential 
80-90 Excellent 
70-80 Good Show 
60-70 Above Average 
50-60 Bit Iffy 
40 50 Poor 
30-40 Avoid 
0-30 Bun Away, Now 
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Publisher 


Plyrs Comment 



ber Sled 


Namco 


Shoot-'em-up 


3D tank game. Awful two player mode 


Croc 

EA 

Platform 

1 

Excellent 3D platform adventure 

90 

D 

Acclaim 

Adventure 

1 

Interactive movie, with no interaction - oops! 

32 

Dark Forces 

Virgin 

Shoot-'em-up 

1 

Waste of the Star Wars licence 

71 

Darklight Conflict 

EA 

Shoot-'em-up 

1 

E//te-inspired spacey shoot-'em-up 

71 

Deathtrap Dungeon 

Eidos 

3D adventure 

1 

Imaginative Tomb Raider style hack-'em-up 

90 

Descent 

Interplay 

Shoot-'em-up 

1-2 

3D shooter with full freedom of movement 

76 

Descent 2 

Interplay 

Shoot-'em-up 

1-2 

More of the same, but that’s all 

52 

Destruction Derby 

Psygnosis 

Racer 

1-2 

Original but poorly realised wrecking racer 

68 

Destruction Derby 2 

Psygnosis 

Racer 

1 

Enhanced sequel with finely tuned gameplay 

87 

Devil's Deception 

Sunsoft 

3D adventure 

1 

A bad attempt at a 3D RPG, which fails 

31 

Die Hard Trilogy 

EA 

Racer/Shooter 

1 

Varied in quality but top-notch as a whole 

80 

Disruptor 

Interplay 

Shoot-'em-up 

1 

Highly successful Doom clone. 

82 

Doom 

GT Interactive 

Shoot-'em-up 

1-2 

The original and best first person blaster 

90 

ESPN Extreme Games 

Sony 

Sports/racer 

1-2 

Pseudo Road Rash racer, ugly! 

45 

Excalibur 2555AD 

Telstar 

Adventure 

1 

Tries and fails to capture Tomb Raider's magic 

57 

Exhumed 

BMG 

Shoot-'em-up 

1 

Excellent first person adventure 

87 

Fade To Black 

EA 

Adventure 

1 

3D adventure getting a little long in the tooth 

76 

Felony 11-79 

ASC 

Racer 

1 

Minor but enjoyable wrecking racer 

83 

FIFA 96 

EA 

Footie Sim 

1-4 

Dire football sim, sluggish and surprisingly poor 

37 

FIFA 97 

EA 

Footie Sim 

1-4 

Massive improvement over the original 

52 

FIFA: RTWC 

EA Sports 

Footie Sim 

1-4 

Excellent footie romp, o must-buy 

91 

Final Doom 

GT Interactive 

Shoot-'em-up 

1-2 

The same carnage but a lot tougher 

82 

Final Fantasy Vll 

Sony 

RPG 

1 

PSX's premiere RPG. Candidate for best qame ever 

96 

FI 

Psygnosis 

Racer 

1-2 

Solid reproduction of the fast paced sport 

87 

FI '97 

Psygnosis 

Racer 

1-2 

Much more than an update 

88 

Fighting Force 

Eidos 

Beat-'em-up 

1-4 

Updating of dassic scrolling beat-'em-up genre 

92 

G-Police 

Psygnosis 

Shoot-'em-up 

1 

Cyberpunk movie visuals meet aicade fliqht sim 

92 

Gex 

BMG 

Platform 

1 

Uninteresting 2D platformer very outdated 

51 

Grand Theft Auto 

BMG 

Crime Sim 

1 

Mindless violence worryingly addictive 

90 

Hercules 

Sony 

Platform 

1 

Perfectly captures spirit of its Disney inspiration 

75 

Here's Adventures 

Virgin 

Platform 

1 

Not a massive success but still worth a look 

85 

Hexen 

GT Interactive 

Shoot-'em-up 

1 

Appaling conversion of PC Doom sequel 

23 

Hardcore 4x4 

Gremlin 

Racer 

1-2 

Enjoyable but underdeveloped off-roading racer 

69 

Incredible Hulk 

Eidos 

Platform 

1 

Jerky, flat and unrewarding adventure 

34 

1D4 

EA 

Right Sim 

1-2 

Boring and repetitive flying sim 

45 

Indy 500 

JVC 

Racer 

1 

Entertaining factually based racer 

80 

1SS Pro 

Kona mi 

Footie Sim 

1-4 

The best PSX footie game ever! A classic 

93 

Jet Rider 

Sony 

Racer 

1-2 

An enjoyable, if a little flawed, racing romp 

70 

Jet Rider 2 

Sony 

Racer 

1-2 

Sloppy jet-ski simulation which offers little gameplay 

63 

Jonah Lomu Rugby 

Codemasters 

Rugby Sim 

1-2 

PSX's first {and up to now only) rugger game 

66 

Judge Dredd 

Gremlin 

Shoot-'em-up 

1-2 

Average light gun blaster - missed opportunity 

60 

Jumping Flash 

Sony 

Platformer 

1 

Fresh slant on the 3D platform genre 

81 

Jumping Flash 2 

Sony 

Platformer 

1 

Even better visuals and gameplay 

83 

Kart Duel 2 

Ocean 

Racer 

1-2 

Below average kart game with flawed gameplay 

45 

K1 Arena Fighters 

T-HQ 

Kick Boxing 

1-2 

Kick boxing sim. This is not a beat-'em-up 

60 

Killing Zone 

Acclaim 

Beat-'em-up 

1-2 

Horrible horror movie-inspired 3D beat-'em-up 

19 

Krazy Ivan 

Psygnosis 

Shoot-'em-up 

1 

Let down by shallow and samey gameplay 

58 

Legacy of Kain 

BMG 

RPG 

1 

Vampire RPG, limited by old-fashioned graphics 

79 

Lethal Enforcers 

Konami 

Shoot-'em-u] 

>1 

Arcade translation of god awful light gun series 

32 

Little Big Adventure 

EA 

Adventure 

1 

Charming transition of the PC hit 

82 

Loaded 

Gremlin 

Shoot-'em-up 

1 

Maze based shoot-'em-up. Lack of variety 

63 

Lost Vikings 2 

Interplay 

Platform 

1-2 

Mix of platformer and puzzle solving adventure 

83 

Machine Hunter 

Eidos 

Shoot-'em-up 

1-2 

Instantly inspires comparisons with Loaded 

80 

Madden '97 

EA 

American Footie 

1-4 

Yawn-inducing NFL football sim 

45 

Madden NFL '98 

EA Sports 

American Footie 

1-8 

Further installment of american football sim 

82 

Magic Carpet 

EA 

Shoot-'em-up 

1 

Carpet riding 3D adventure, frankly a little odd 

71 

Marvel Super Heroes 

Virgin 

Beat-'em-up 

1-2 

Classic SF2 gameplay with Marvel comics 

83 


Interplay 


Shoot-'em-up 


Technically stunning 3D shoot-'em-up 

























































































Mech Warrior 2 

Activision 

Shoot-'em-up 

1 

Robots trudging around barren backgrounds 

65 

Micro Machines V3 

Codemasters 

Racer 

1-8 

Fast paced, madcap 3D multiplayenjacer^^ 

91 

Monster Trucks 

Psygnosis 

Racer 

1 

Successful blend of off-rooding and track racing 

92 

Mortal Kombat Trilogy 

GT Interactive 

Beat-'em-up 

1-2 

Good value for die hard fans 

84 

Myst 

Sony 

Adventure 

1 

Slow moving but intriguing 

64 

Moto Racer 

EA 

Racer 

1-2 

Cycle racer, incorporating dirt and super bikes 

80 

Naqano Winter Olympics '98 

Konami 

Sports sim 

1-4 

Disappointing Olympic tie-in, especially from Konami 

61 

Nanotek Warrior 

Virgin 

Shoot-'em-up 

1 

Very poor shoot-'em-up, fun for five minutes 

30 

| NBA Dam Extreme 

Acclaim 

Basketball 

1-2 

3D update of the classic arcade basketball game 

71 

NBA Dam TE 

Acclaim 

Basketball 

1-4 

Arcade basketball action perfectly transferred to PSX 

67 

Need Tor Speed 

EA 

Racing 

1-2 

Average racing game, featuring top end sports cars 

64 

Need for Speed 2 

EA 

Racing 

1-2 

Awful sequel only faster and worse than its original 

51 

NHL '98 

EA Sports 

Ice Hockey 

1-8 

Average ice hockey sim, no different to any other 

69 

NHL Breakaway '98 

Acclaim 

Ice Hockey 

1-8 

Uninspired 3D hockey game 

69 

Nuclear Strike 

EA 

Shoot-'em-up 

1 

Continuation of the Strike legend, the ultimate Strike ! 

89 

One 

Asc qames 

Shoot-'em-up 

1 

Visually impressive but standard platformer with guns 

73 

| Olympic Soccer 

US Gold 

Footie Sim 

1-2 

Okay football sim 

64 

Overblood 

EA 

Shoot-'em-up 

1 

Resident Evil inspired sci-fi adventure 

80 

| Oddworld: Abe's Oddysee 

GT Interactive 

Platform/Puzzler 

1 

Totally engrossing fusion of puzzles and platforms 

89 

| Overboard 

Psygnosis 

Shoot-'em-up 

1-2 

Pirate-based saga played out in veiy comic form 

88 

| Pandemonium 

BMG 

Platform 

1 

Lovely graphics can't mask 2D platform romp. 

74 

Pandemonium 2 

BMG 

Platform 

1 

Lovely graphics still can't mask 2D platform romp. 

81 

| PaRappa The Rapper 

Sony 

Err, Rapping 

1 

Mixture of bizarre cartoon visuals and rap music 

80 

Peak Performance 

DVC 

Racer 

1-2 

What Need For Speed should have been 

85 | 

I Perfect Weapon 

EA 

Beat-'em-up 

1 

Not wholly unsuccessful but nothing special. 

65 

I PGA Tour 97 

EA 

Golf sim 

1-4 

Limited golf sim. Press a single button - not fun. 

54 I 

| Player Manager 

An co 

Strategy 

1-2 

You can't play footie. Great. 

49 

| Porsche Challenge 

Sony 

Racer 

1-2 

More tracks and this would have been a classic. 

85 

I Pro Pinball 

Empire 

Pinball 

1-2 

It's a pinball sim! 

50 

I Project OverKill 

Konami 

Shoot-'em-up 

1 

Dull isometric-viewed shooter. Poor. 

34 

1 Psychic Force 

Acclaim 

Beat-'em-up 

1-2 

Interesting concept which goes sadly unfulfilled. 

58 

| Rage Racer 

Namco 

Racer 

1 

Conclusion of the Ridge Rocer trilogy - a classic 

93 

| Rally Cross 

Sony 

Racer 

1-4 

Poor man's V-Rally, with poor graphics and control 

57 

I Rapid Racer 

Sony 

Racer 

1-2 

Extremely fast-paced water-based racer 

92 j 

I Rampage World Tour 

GT 

Smash-'em-u]: 

1-2 

Update of classic arcade game. Solid conversion 

53 I 

I Rayman 

UbiSoft 

Platform 

1 

16-Bit platform adventure on a 32-Bit machine 

29 

1 Ray Storm 

Sony 

Shoot-'em-up 

1-2 

Visually stunning shoot-'em-up, shallow gameplay 

67 

1 Ray Tracer 

Sony 

Racer 

1 

Update of Chose HQ. Limited but great fun 

83 

1 Rebel Assault 

Virgin 

Shoot-'em-up 

1 

Appalling waste of a perfectly good licence 

30 J 

1 Red Alert 

EA 

Strategy 

1-2 

Command and Conquer sequel improves on original 

90 

I Reloaded 

Gremlin 

Shoot-'em-up 

1-2 

Sequel to Loaded, almost exactly the same. 

68 

1 Resident Evil 

Virgin 

Adventure 

1 

A true PSX dossic, as yet unmatched in its genre 

92 

1 Resident Evil: Director's Cut 

Virgin 

Adventure 

1 

New puzzles, camera angles and a few surprises 

75 

1 Rise 2 

Mirage 

Beat-'em-up 

1-2 

Dreadful 2D beat-'em-up 

9 

1 Ridge Racer 

Namco 

Racer 

1 

Near perfect conversion of Namco arcade racer 

90 

I Ridge Racer Revolution 

Namco 

Racer 

1-2 

Faster semi-sequel to Ridqe. New tracks, better qraphics 

91 

1 Riot 

Psygnosis 

Future Sports 

1-2 

Futuristic sports sim. Okay, but no big deal 

74 

I Robotron X 

GT1 

Shoot-'em-up 

1-2 

Update of Desus' fave arcade machine 

70 

I Road Rash 

EA 

Racer 

1-2 , 

Terrible racing game with added motorcycle combat 

31 

I Rosco McQueen 

Sony 

Platformer 

1 

Great graphics/sound but gameplay dull and repetitive 

68 

I Sentient 

Psygnosis 

Adventure 

1 

Novel idea that's not entirely successful 

81 

| Shadow Master 

Psygnosis 

Shoot-'em-u] 

1 

Disappointing Doom clone 

68 

■ Sim City 2000 

Maxis 

Strategy 

1 

Complex but engrossing resource management game 

63 ! 

| Skeleton Warrior 

Nightmare 

Beat-'em-up 

1-2 

Toss! Nothing but a 16-Bit platformer 

10 

| Skull Monkeys 

EA 

Platformer 

1 

Uninventive 2D platformer with few thrills 

42 

I Soul Blade 

Namco 

Beat-'em-up 

1-2 

Lavish 3D weapon based combat 

85 ! 

I Soviet Strike 

EA 

Shoot-'em-up 

1 

Top chopper action in the popular Strike series 

81 

1 Space Hulk 

EA 

Strategy 

1 

3D blaster with added strategy 

78 

1 Spider 

BMG 

Platformer 

1 

Semi-3D platformer. Good old fashioned fun 

82 
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1 Final Fantasy VII 

Review Score: 96 

2 Wipeout 2097 

Review Score: 94 

3 Tomb Raider 11 

Review Score: 93 

4 1SS Pro 

Review Score: 93 

5 Tekken 11 

Review Score: 93 

6 Time Crisis 

Review Score: 93 

7 G-Police 

Review Score: 93 

8 Resident Evil 

Review Score: 92 

9 Coolboarders 2 

Review Score: 92 

10MDK 

Review Score: 92 




Total 


Title 

Publisher 

Genre 

Plyrs 

Comment 

Score 

Spot Goes To Hollywood 

Virgin 

Platform 

1 

Poor isometric platformer 

41 

Star Gladiator 

Capcom 

Beat-'em-up 

1-2 

Great graphics, sluggish and limited gameplay 

61 

Steel Reign 

Sony 

Shoot-'em-up 

1-2 

Heavy-duty tanks and arcade action 

80 

Street Fighter Alpha 

Virgin 

Beat-'em-up 

1-2 

Unimpressive incarnation of the SF2 series 

67 

Street Fighter Alpha 2 

Virgin 

Beat-'em-up 

1-2 

Far better than its predecessors 

88 

Street Fighter Collection 

Virgin 

Beat-'em-up 

1-2 

Retro king of the beat-'em-up 

85 

Street Fighter EX 

Virgin 

Beat-'em-up 

1-2 

The grand-daddy of them all! 

93 

Suikoden 

Konami 

RPG 

1 

Engrossing and surprisingly original RPG 

81 

Super Puzzle Fighter 2 Turbo 

Virgin 

Puzzler 

1-2 

Addictive puzzle game, brilliant with a friend 

90 

Swagman 

Eidos 

Adventure 

1 

Old fashioned RPG inspired adventure 

76 

Syndicate Wars 

EA 

Action/Strategy 

1-4 

Excellent cyberpunk mix of strategy and blasting 

89 

Tekken 

Namco 

Beat-'em-up 

1-2 

Brilliant 3D beat-'em-up, essential 

90 

Tekken 2 

Namco 

Beat-'em-up 

1-2 

Amazing sequel to the brilliant oriqinal 

93 

The Note 

Sunsoft 

RPG 

1 

Laughable attempt at a 3D RPG 

62 

Time Crisis 

Sony 

Lightgun 

1 

PlayStation's recommended light gun game 

93 

Tobal No. 1 

Sony 

Beat-'em-up 

1-2 

Impressive beat-'em-up with hi-res visuals 

82 

Tokyo Highway Battle 

T-HQ 

Racer 

1 

Nice twist on the Ridge Racer style racing game 

80 

Tomb Raider 

Eidos 

Adventure 

1 

3D adventure, and a worryingly attractive lead 

91 

Tomb Raider 11 

Eidos 

Adventure 

1 

Lara's back with some new bits. Nice 

93 

Total Drivin' 

Ocean 

Racer 

1-4 

Semi sequel to V-Rolly, which excels it with variety. 

90 

Trash It 

GT Interactive 

Platform 

1-4 

Unenjoyable mix of puzzlers and platform 

28 

Tunnel B1 

Ocean 

Shoot-'em-up 

1 

Effects can't mask lock of variety in gameplay 

70 

Twisted Metal 

Sony 

Racer 

1-2 

Mixture of driving and blowing stuff up 

69 

Twisted Metal 2 

Sony 

Racer 

1-2 

Enjoyable sequel to the average original. 

80 

V Tennis 

Acclaim 

Sports Sim 

1-2 

Awful tennis sim that forgets tennis is boring 

20 

V-Rally 

Ocean 

Racer 

1-4 

At lost, the PlayStations answer to Sega Rally 1 . 

90 

Vandal Hearts 

Konami 

RPG 

1 

Pleasing mix of RPG and hex based combat 

82 

Virtual Pool 

Interplay 

Sports sim 

1-2 

It's pool alright 

68 

Vs 

T-HQ 

Beat-'em-up 

1-2 

At last, Virtua Fighter on the PlayStation 

86 

- 1 

War Gods 

GT Interactive 

Beat-'em-up 

1-2 

MK style combat into the third dimension 

68 

Warcraft 2 

EA 

Strategy 

1 

Real time combat with twist of fantasy role playing 

85 

Warhawk 

Sony 

Shoot-'em-up 

1 

Arcade styled chopper-based shoot-'em-up 

70 

Wing Commander 3 

EA 

Shoot-'em-up 

1 

Veiy poor flight sim gameplay. Tut, tut 

50 

Wing Commander 4 

EA 

Shoot-'em-up 

1 

Better, but still a case of FMV looking for a game 

68 

Wipeout 

Psygnosis 

Racer 

1-2 

Futuristic racer, impressive throughout 

87 

Wipeout 2097 

Psygnosis 

Racer 

1-2 

Enhanced visuals and impressive soundtrack 

94 

Worms 

Ocean 

Strategy 

1-4 

Strategy game with a sense of humour 

82 

Wing Over 

3VC 

Shoot-'em-up 

1-2 

Arcade thrills in a flight sim package 

90 

World League Basketball 

Mindscape 

Sports Sim 

1-4 

Distinctly average BBall sim 

64 

Xevious 3D/G+ 

Sony 

Shoot-'em-up 

1-2 

3D re-invention of the classic blaster 

68 

Zero Divide 

Ocean 

Beat-'em-up 

1-2 

Dire 3D fighter, nice robots, very little else 

33 
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Take oup hands as Total PlayStation embarks 
on a journey, a journey outside this realm of 
the PlayStation, into a world of many other 
forms of entertainment: movies, videos and 

any other crap that happens to catch our inquisitive gaze! Open your eyes and your minds, 

spnum _ 
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Title: Spawn: Special Edition 
Distributor: Entertainment 
Cert: 15 

Release: 23rd February 
Rating: 


r aking its inspiration from Todd McFarlane's cult comic book, this film features the 
latest character to make the sometimes painful transition from the inked page to 
the silver screen; Spawn. Unlike its predecessors, such as the progressively awful 
outings of the Bat and the terrible Superman movies, director Mark A.Z. Dippe's vision not only 
goes some way to matching the sumptuous and often disturbing visuals of the comic book, but 
also captures its brooding atmosphere. Whilst not being quite as downbeat as the comic book, 
Spawn does adopt a very dark approach, thankfully not mirroring the corny one liners that soured 
Batman and Robin. 

Spawn's cast and script are impressive and work well, generating the correct amount of sneers 
and cheers for each side but Spawn is surely set to be judged on its excellent special effects - all 
seamlessly provided by George Lucas' 1LM - and its neck-breakingly fast pace. From the explosive 
opening sequence to the final showdown with the devil himself, the pace never noticeably drops. 

The newly revised Special Edition features a number of new scenes and a noticeable increase 
in violent content, making the parallels between comic and movie closer still. 
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Title: Warriors Of Virtue 
Distributor: Entertainment 
Cert: PC 

Release: 23rd February 

R a »n «:©©©© 


he influence of Hong Kong cinema is becoming increasingly apparent in the output 
of many respected Hollywood mainstream directors. Yet the current trend of 
cutting to the chase and simply importing Hong Kong directors continues, with the 
import of Ronny Yu and his first work, Warriors Of Virtue. 

The creator of the beautiful Bride With White Ha/V bangs his visual gift for the spectacular to 
what could have been little more than the Ninja Turtles meets Never Ending Story. Warriors Of Virtue 
features a mystical land in need of a saviour, an evil tyrant, a young child blessed with magical powers, 
a team of warrior kangaroos, lavish set design and stunning special effect filled action sequences. 

After seeing the style of John Woo and Ringo Lamb diluted by Hollywood, Warriors of Virtue is pure 
Hong Kong magic, which adds a great deal to the movies merits, as well as acknowledging the success 
of the uncompromised HK style. The movie admittedly never strays far from cliche, but is strangely 
effective despite this. In less capable hands this would read as a recipe for disaster but the result is 
actually an extremely enjoyable and not completely throwaway romp, which is enlivened by Yu's 
unquestioned talent as both choreographer and director Perfect for kids of all ages. 
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For further information about 
forthcoming Eastern Heroes and 
MIA video titles you can visit 
their website: 

http://www.eastemheroes.co.uk 
Or alternatively email them at 
interactive@eastemheroes.co.uk 



Title: Grosse Pointe Blank 
Distributor: Hollywood 
Pictures Company. 

Cert: 15 

Release: 16th February 
Bating: QQ ©©© 



rosse Pointe Blank marks actor/director John Cusack's 
finest hour. This devilishly funny black comedy detailing 
the exploits of a hit man who feels he is losing his 
edge, is a must. Great performances unfold from the underrated Cusack 
and Minnie Driver, plus Dan Aykroyd, who's blissfully miscast as a rival hit 
man. All of this is matched with a dark, almost sarcastic script, making 
Grosse Pointe Blank 90 minutes of kinetic, crazy and downright dizzying 
entertainment. Brilliant. 
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he latest release from the Eastern Heroes label once more details the merits of the Asian 
battling babe, or rather babes, with the reappearance of the small army of femme fatales 
that make up the cast of Deadly China Dolls 2. This unrelated sequel to the earlier release 
is a less sombre affair, with the introduction of some much needed and at 
times slapstick humour. 

The bizarre plot follows an elite group of female assassins, trained 
to perfection, and their various exploits, all of which are delivered in a 
somewhat innocent fashion, lending the film a intriguing charm. 

Girls, guns, comedy, kung fu and tight fitting T-Shirts — why does this 
stuff only happen in Hong Kong? 


Title: Deadly China Dolls 2 
Distributor: Eastern Heroes 
Cert: 18 

Release: 2nd March 
Price: £12.99 
Ratin 9:0©© 



JO BUB _I 


-JURBULERGE 



I losing the current cycle of disaster pics, Turbulence takes 
to the skies on the trail of a plummeting plane and a 
serial killer. This may not sound like the best recipe for 
success but considering our low expectations, the movie was actually a very 
enjoyable, surprisingly tense and most amazingly, a well conceived aerial 
thriller. It's worthy of its price tag, purely for its amazing special effects 
set pieces, claustrophobic atmosphere and lead nasty Liotta's un-hinged 
performance. Remember not to watch before you jet off on your holidays. 


Title: Turbulence 
Publisher: Entertainment 
Cert: 18 

Release: 23rd February 
Price: £11.99 
Rating: ©©© 
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Medusa Pictures have released 
a specially edited version of the 
highly successful animated series, 
Spawn This feature-length 
version offers a far closer 
rendering of McFarlane's comic 
book, making this a must for 
all fans. Todd McFarlane's Spawn 
is available at good retail stores 
from 16th February, priced at 
612.99 but those readers whoYe 
feeling lucky should enter our 
compo to win one of five copies. 
Simply answer the following 
question and pop it on a post¬ 
card or sealed down envelope, 
clearly marked: 'Spawn Giveaway' 
and send it 
to the usual 
TP address: 

“Name the 
creator of 
Spider-man.” 

Good luck! 
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STREET FIGHTER IIL 



t last, the most eagerly awaited sequel ever is finally here 
Was it worth the wait? Well — no, not really. The gamepkr 
i remains 2D and varies little from any other fighting game 
- in fact it seems to take a lot from the X-Men Vs Street Fighter game 
There are only couple of real changes: when you pick your character, yoi 
have to choose your Super Art and you can only have one Super. The othe 
change is the characters — only Ken and Ryu still remain from the last 
incarnation and although six new fighters enter the arena, they're really 
nothing revolutionary. ) hate to say this but it seems that the SF serie 
has had its day. With Tekken 3 and Mortal Kombat 4 in the arcades — an 
both due to appear on the PlayStation - the days when Street Fighte 
ruled are over. 


-J*HBPGRGLE _ 

hen 1 first saw this in the comer of my local 
arcade, 1 was puzzled as to what kind of 
game it was. The cabinet looks very similar 
to an exercise bike with a huge screen in front of it - and that is essentially 
what it is. The aim of the game is to take your 'prop cycle' through the 
air, admiring the amazing landscapes and flying through a series of 
balloons. You have to get a certain number of points to proceed to the 
next level - if you keep to the basic path you only get low-scoring balloons 
but go out of your way a bit and secret balloons are there for the taking. 
These become vital on the later levels and frantic peddling is the only way 
to get these and make the time limit. A strange game but nonetheless 
enjoyable as a break from the norm. 
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Title: Street Fighter III Publisher: Capcom 
Price: 50p Rating: 000 

_ HOTSLOL 


The latest version of Capcom's SF series is Street 
Fighter Ex 2. Most details of the title are a closely 
guarded secret, but some things are known. The 
most interesting of these is that two SF favourites 
are coming back: firstly, Vega - or Balrog as he is 
known in Japan - the Spaniard with the claw and 
oh-so-annoying victory noises. He is accompanied 
by Blanka, that electric- 
shocking, body-rolling green 
fuzzball. Both return in their 
all-new polygon state and 
are sure to be a big hit in 
arcades the world over. 
We'll keep you posted... 

Is it true, or is it just a 
rumour? In Fleal Bout Fatal 
Fury II, there are a couple of 
hidden characters - Cloud 
and Tifa, from FFVIl. Also 
on the cards is a new FFVIl 
beat-'em -up, featuring the 
main characters of the game. 
Cloud obviously attacks with 
his huge sword, whereas 
Tifa will be faster and use 
punches and kicks. 1 wonder 



Title: Prop Cycle Publisher: Namco 
Price: £1 Rating: 000 

_ HOTSLOL 
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Special Reserve Discount Mail Order - 01279 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amaxing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 


Offiriallv Authorised for PlavStatio 


4l> PlayStation Value Pack only £ 129.99 less £10 

pi.iuM.itinn " PlayStation -I 


Officially approved for PlayStation 


If you don't fancy our Membership offers you can take a Trial Membership for just 50p 


STS 



PlayStation 
England Pack 
137.99 less £10 off any other item’ 

With TWO Sony controllers, Sony Memory Card, and hign 
quality, durable, laminated England sticker kit worth £9.99 

PlayStation Value Pack 129.99 less £10 

With TWO Sony controllers and Sony Memory Card 

PlayStation Carbon Pack ...137.99 tess £10" 

With TWO Sony controllers, Sony Memory Card, and high 
quality, durable, laminated Carbon sticker kit worth £9.99 

‘Deduct £10 off the price of any one item bought at the 
same time as a PlayStation and PAY LATER if your total 
purchasers between £250 and £750, subject to status 

STICKER KITS FOR PLAYSTATION .9.99 

Change the colour of your consolewith these great sticker kits. 
Available in Carbon look, Gold, Silver and Saint George 

DUST COVER FOR PLAYSTATION .9.99 

EXTENDER CABLE Extends controller lead by 1.5 metres 9.99 

LINK CABLE - PlayStation to PlayStation . 8.99 

RF LEAD Complete with an RF switch box . 12.99 

SCART LEAD PlayStation RGB to scart TV . 9.99 

HIGH CAPACITY MEMORY CARD (120 slots) . 18.99 

HIGH CAPACITY MEMORY CARD (720 slots) . 29.99 

OFFICIAL MOUSE FOR PLAYSTATION 

Complete with designer mouse mat . 24.99 

PlayStation Controllers 

TOP DRIVE STEERING 
WHEEL AND PEDALS .54.99 

True analogue progressional steering, 
accelerator and brake 

REAL ARCADE 
LIGHT GUN & 

PEDAL ... 36.99 

Auto re-load and autofire with unique 
kick-back feature 

OFFICIAL CONTROLLER.17.99 

Available in grey, black and white 

NUGEN 
CONTROLLER 9.99 

Excellent low price 
range of controllers. 

Available in black, blue, clear, green, 
grey, orange or yellow. 

We Stock 35 controllers for 
Playstation, Call 01279 600204 





PlayStation Gaines 

From our range of over 200 PlayStation Games 

ACTUAGOLF .19.99 

ACTUA GOLF 2 .32.99 

ACTUA SOCCER 2 .31.99 

ADIDAS POWER SOCCER 2 36.99 

ALIEN TRILOGY .19.99 

ARCADE GREATEST HITS .32.99 

ATARI GREATEST HITS .28.99 

BATTLESPORT .14.99 

BROKEN SWORD 2 29.99 

BUST A MOVE 2 .19.99 

CARNAGE HEART .26.99 

CASTLEVANIA - SYMPHONY NIGHT 35.99 

COLONY WARS .38.99 

COMMAND & CONQ. - RED ALERT ...35.99 

CONTRA .32.99 

COOL BOARDERS 2 31.99 

CRASH BANDICOOT 2 36.99 

C POP QQ QQ 

CRYPT KiLLER +LIGHT GUN .’. ’..46.99 

DESTRUCTION DERBY 2 19.99 

DIABLO .34.99 

DIE HARD TRILOGY .17.99 

DISCWORLD 2 36.99 

DISNEY’S HERCULES.36.99 

DUKE NUKEM .33.99 

FIFA 98 - ROAD TO WORLD CUP .32.99 

FIGHTING FORCE .36.99 

FINAL FANTASY 7 .38.99 

FORMULA 197 .41.99 

G - POLICE .38.99 

GRAND THEFT AUTO (RATED 18) .. .32.99 

HARD BOILED .19.99 

INT’L SUPERSTAR SOCCER PRO ...33.99 

INTERNATIONAL TRACK & FIELD ... 19.99 

JERSEY DEVIL .36.99 

JOHN MADDEN NFL 98 .34.99 

JOHNNY BAZOOKATONE .19.99 

JONAH LOMU RUGBY.29.99 

JUDGE DREDD .32.99 

JURASSIC PARK - LOST WORLD.34.99 

LEGACY OF KAIN .19.99 

MARVEL SUPER HEROES .32.99 

MDK .33.99 

MECHWARRIOR 2 .18.99 

MICRO MACHINES 3 .19.99 

MORTAL KOMBAT MYTHOLOGY .28.99 

MOTO RACER .34.99 

NAGANO WINTER OLYMPICS 98 .36.99 

NBA FASTBREAK .32.99 

NBA LIVE 98 .34.99 

NEED FOR SPEED 3 .34.99 

NIGHTMARE CREATURES .31.49 

NUCLEAR STRIKE .27.99 

ODDWORLDS: ABE’S ODDYSEE.34.99 

OVERBLOOD .19.99 

OVERBOARD .36.99 

PANDEMONIUM 2 .34.99 

PARAPPA THE RAPPER .26.99 

PGA TOUR GOLF 98 .34.99 

PREMIER MANAGER 98 .32.99 

PRO PINBALL - TIMESHOCK .30.99 

PROJECT OVERKILL .24.99 

RAGE RACER .36.99 

RAYMAN .18.99 


RESIDENT EVIL - DIRECTORS CUT ...29.99 

ROAD RASH .19.99 

SENTIENT .30.99 

SHADOW MASTER .36.99 

SIM CITY 2000 32.99 

SOUL BLADE (SOUL EDGE) .36.99 

SOVIET STRIKE .19.99 

STREETFIGHTER EX PLUS ALPHA ...32.99 

SWAGMAN.21.99 

SYNDICATE WARS .34.99 

TEKKEN2 .41.99 

TEST DRIVE 4 34.99 

THEME HOSPITAL .34.99 

TIME CRISIS + LIGHT GUN .48.99 

TOCA TOURING CARS .36.99 

TOMB RAIDER .37.99 

TOMB RAIDER 2.36.99 

TOTAL NBA 97 24.99 

TRANSPORT TYCOON 

Includes official Sony mouse & mat ...42.99 

V-RALLY ... .36.99 

VIRTUAL POOL .29.99 

WARGODS.23.99 

WAYNE GRETSKY 98 .32.99 

WCW VS THE WORLD .29.99 

WING COMMANDER 4 19.99 

WING OVER .35.99 

WIPEOUT 2097 .19.99 

WORMS.19.99 

XEVIOUS 3D/G .24.99 

PlayStation Cheat Books 

PLAYSTATION SECRETS, 

SOLUTIONS & STRATEGIES .15.99 

SECRET CODES FOR PLAYSTATION 2 7.99 
SPECIAL RESERVE 2500 CHEATS .. .3.99 

Nintendo 64 .99.99 less £10* 

with 3D Controller 

Nintendo 64 Fire 134.99 less £10* 

with extra 3D Controller and 8 MB Memory Card 
"Deduct £10 off the price of any one item 
bought at the same time as a Nintendo 64 

Nintendo 64 Peripherals 

8 MB MEMORY CARD (384 SLOT) ... 19.99 

N64 DELUXE CARRY CASE.24.99 

OFFICIAL 3D CONTROLLER .25.99 

OFFICIAL RUMBLE PACK .14.99 

JOLTPACK (RUMBLE PACK) .11.99 

SCART LEAD - N64 TO TV.7.99 

TOP DRIVE WHEEL & PEDALS .54.99 

Top 10 Nintendo 64 Games 

Based on Special Reserve sales 

DIDDY KONG RACING .41.99 

DUKE NUKEM 64 46.99 

FIFA 98 .44.99 

GOLDENEYE .41.99 

INT'L SUPERSTAR SOCCER 64 .39.99 

LYLAT WARS + RUMBLE PACK .49.99 

MARIO KART 64 .41.99 

NAGANO WINTER OLYMPICS 98 .44.99 

SUPER MARIO 64 .41.99 

TOP GEAR RALLY .44.99 


PAY LATER 0 % 

When you spend between £250 and £750 

20% deposit and nothing to pay for 6 months, subject to status. You can buy 
anything from our catalogue or shops this way, providing your total purchase is 
between £250 and £750*. After the six months payment holiday you can choose 
whether to pay off the outstanding balance or to commence monthly payments at 
29.8% APR. Either way there's no interest at all for the first 6 months. 



Special Reserve Big Club Shops 


Visit one of our great shops for massive selection at rock bottom prices 
We guarantee the lowest price in town - by a full £2 


BRISTOL 

351 Gloucester Road (A38), 
Bristol. 

1 V 2 miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 

||^|||| 

CHELMSFORD 

43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from 
the bus station 

Tel: 01245 348777 

EGHAM 

168 High Street, 

Egham, Surrey. 

Near Windsor and Staines 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


NOTTINGHAM 

164 Derby Road, 

Stapleford, Nottingham. 

2 miles from junction 25 of the Ml. 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 

SAWBRIDGEWORTH 

The Maltings, Station Road, 
Sawbridgeworth, Herts. 

Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 

4fT 

UPMINSTER 

209/213 St Mary’s Lane, 
i Upminster, Essex. 

| 2 miles from junction 29 of the M25. 

1 Opposite Somerfield Supermarket 

Tel: 01708 225544 



All for £6.00 

Special Reserve Annual Membership Fee ^ © 

It’s easy to join, just phone 01279 600204 or send in the order form. 

There’s no obligation to buy anything, you can be any age. and it only costs £6.00. 

1. Members receive 10 issues of our colour Club Magazines per year. The 
magazine includes our full catalogue of over 2,000 products, many at below trade 
price or under half price. And there are Reviews, Features, Charts. Release 
Dates, Extra Savings and thousands of pounds worth of great prizes to be won. 

2. The incredible Special Reserve Book of 2500 Cheats (all formats) will be 
sent to you with your Family Membership Card and your Paris '98 entry form. 

3. AND choose any one of the FREE GIFTS below if you buy just one item at 
the same time as you join. All of our gifts are worth the membership fee or more 
and you can extend your membership for £5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 


http://special.pesePve.co.uk 
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Award-winning Special Reserve P200 MMX PC for just £899.99 Inc VAT 

We ll fit any PC item bought for just £10 including VAT. We can repair most PC's. £24 for fault diagnosis and set up plus £10 per part for fitting 


Free Gifts 


Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 
If joining by telephone please ask for your gift at the time. 


1 MB MEMORY 
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FREE 1MB MEMORY 
CARD FOR 
PLAYSTATION 

15 slot, 1 MB loose 

I memory card. With 
full load and save 
options 


OR FREE CONTROLLER PLUS 
JOYPADFOR 
PLAYSTATION 

Similar to official 
PlayStation joypad 
but with turbofire 
& slow motion 
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OR FREE FRANCE 
‘98 FOOTBALL 

Full size 82 panel 
stitched 

PVC coated football. 
Size 5. Includes free 
adaptor to pump up 
the ball 

OR FREE 
VIRTUAL 
MEGAPET 

8 pets in one, look 
after them carefully 
and they will live a 
long life. 

OR FREE GOODY BAG INCLUDES 
MINIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

Incredibly, all three of these electronic wonders 
have been bundled as one great gift. The Miniboy 
offers 55 great games in one, the Gameboy 
calculator is great to take into school and the Virtua 
Pet provides you with a pet to look after and care of. 

Offers subject to stock availability. Alternative gifts available. Overseas members add £2 postage 
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Special Reserve 01279 600204 

Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK CAPITALS please) 

Name & Address_ 


_Phone No_ 


Machine 


Postcode_ 

TOTAL PLAYSTATION 

Existing members please enter membership number 

We only supply members but you can order as you join (from 50p). 
There is no obligation to buy anything and you can be any age. 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT 
from above if you buy any item at the same time as you join. 

Please enter membership fee if applicable and please remember to tick your c hoice of gift above 

Annual Membership £6 (UK), £9 (EC) or £12 (World) 
or Trial Membership 50p (One magazine. One order) 


item 


item 


item 


Deduct £2 off posted orders totalling over £40 (offer above) 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


-£ 2.00 


Extra Mail Order Discount 

Deduct £2 if your order totals more than £40 
This offer only applies if you use this 
complete form to place your order by post 
before the expiry date below. 

EXPIRES 

30/4/98 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Overseas orders must be paid by credit card. Overseas surcharge £2.00 per item 
Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 

Cheques payable to SpBCICll R6S6TV6 at 
PO Box 847, Harlow, CM21 9PH 


i_i 

Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. SAVE = Saving off full recommended price. Sent to press 16/02/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve, The Mattings, Sawbridgeworth. Herts CM21 9PG 




































































































































































































WlinUORWCH 


That's the highpoint That’s the^aim 
and Snow Racer 98 delivers rail 
from start to finish with 15 of the 
fastest, most ambitious course 
setting the challenge. Pull oi/er%<0 
special big air moves to increase the 
rush any way you want 
This is arcade perfection, the 
gamer's experience. All the way down, 
Snow Racer 98 gives you snowboarding, 
alpine and skiing in one, stunning game. 


Your freedom. Your style. 


SKI - FREESTYLE - ALPINE 


© 1998 PAM Development, © 1998 Infogromes Multimedia. Rider - MATTHIEU GERBER photographed by NILS 
The logo and "PlayStation" are trademarks of Sony Computer Entertainment Inc. 


OFFICIALLY 

SPONSORED 

BY 






Babs Charlet, 
ISF Junior 
World Champion 
1995, French 
Champion 1997. 
Official consultant 
& Lead Tester 
on SR 98. 


http://www.snowracer.com 



















